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What secrets hide behind MASK? Don't 
rely on face value. This issue tin-masks 
MASK to expose the secrets of Gremlin's 
latest Miss it and you'll be spitting 
VENOM. The secrets of James Bond and 
The Living Daylights are also exposed as 
well as the chance to win the Bond Arcade 
Machine. How can you get your hands on 
£ 10,000? Design a great game, that's 
how with Prism's mega money 
competition. Don't let money sip through 
your fingers. Join us for a flight into 
fantasy, a new feature which is beyond 
imagination. Read our magk Wizball 
Players Guide, join us at the movies , 
enjoy for another Atari ST Special. 
Convinced? Thought you would be. 



PIRATES/P107 



ARCADE ACTION/P110 




MASK PREVIEW/P88 



Contents 



DUCK HUNT Tnere's a d^cfc in the a\" You've onlv OVROMITC You ve got to keep R.0.8.S gyroscope GOLF Choose your clubs. Control your swings, 

got Inicc shots to bag ""s duck. And If you miss. spinning 10 help a mad scientist de-activate the Select the angle of every shot It's Nintendo GOLF and 

•«en you' dog (aughs at you in this fast-action dynamite In hii laboratory In order to play this there's not a video golf game on pa' with it anywhere! 
Zapper Gun game. action- packed game) 



For the first time In the UK direct from Japan comes Nintendo, the home 
entertainment system with genuine arcade-qualify graphics. Nintendo make 
2 out of 3 of all the world's coin-op arcade machines, so they know what 
they're doing. And already, in Japan 9Vj million homes have a Nintendo home 
entertainment system. 

Now you can enjoy the amazing 52 colour 3-D graphics of Nintendo. 
10n most home computers, you've been lucky to get 16 colours until now!) 
Nintendo's superb graphics give trie games a convincing true 3-D feel with 
actual shadows which add depth to the characters. 

Already there are 27 Nintendo Game Paks available In the UK and more 
are being added to the software library all the time. But there's even more to 
Nintendo than the best games you've ever seen.- 

Nintendo Entertainment System 

For the first time home entertainment enters a new dimension. 



Because when you own a Nintendo entertainment system you also get a buddy 
to play with, a Robotic Operating Buddy to beexact (or R.O.B. to his friends!. 
He's your partner. Seat him next to you, send him signals from your tv screen 
and together you can tackle the enemy. 

The Zapper Gun 

Never before has there been a video gun of this calibre. The astonishing 
light sensitive Zapper Gun lets you shoot moving targets with pinpoint accuracy 
from up to 16 feetl rf you think you're a sharp shooter the Zapper Gun will test 
your skill to the full. 

Nintendo or Super Nintendo, the choice Is yours. 

Which set do you want? NINTENDO'S superb high-quality action costs 
£99.00* for control deck, mains transformer, two hand controls, and one free 
Super Mario Bros Game Pak. DELUX NINTENDO costs U59.99* for the amazing 
Zapper Gun, ROB. and two free games, Gyromhe and Duck Hunt 





Where you can buy Nintendo] 

Nintendo is available from the stockists featured. If you have any questions or have 
difficulty obtaining the product, write to HiTech Electronic Services Ltd., 
Unit 2B.200 Rickmansworth Road, Watford WD1 7JS. Or 'phone: 09232 4181L 



Hamleys 
Jenners 

Toys 'R' US 
Grattans 
Littlewoods Mail Order 
Freemans Mail Order 
Kay's Mail Order 



Empire Stores Mail Order 
Gloucester Toy Shop 
Allders Department Stores 
Toy & Hobby 
Argos Superstores 
Tele games 
Computer Magic 



Arding&Hobbs 
John Farnon 
Willis Ludlow 
Selfridges 
Telebank 
Harrods 



See Nintendo demonstrated at Harrods, or at Selfridges computer 
department Oxford Street August 3rd - 8th, and Hamleys of Regent 
Street London, August 10th - 15th. 



'Recommended retail price 




J Zounds! A 3D vector graphic 
arcade adventure from Martech) 
Catch 23 puts you on the spot as 
a futuristic mercenary out to steol 
plans for a revolutionary orbital 
interceptor code-named the CK 23 
Able to take off the land like any 
conventional aircraft; the CK 23 
can lie in wait in orbit ready to 
blast back into Ihe atmosphere at 
frightening speed, to intercept and 
destroy enemy missile and loser 
weaponry. The CK 23 test 
development site is the most secret 
ond heavily guarded military 
complex on earth. Situated on a 
lonely and now deserted island, it 
is guarded by armed patrols, tanks, 
electric fencing and surveillance 
cameras. The island is also criss- 



crossed by a shuttle network which 
used to allow rapid transport for 
the now departed civilian 
workforce. It is your mission to 
explore the island and find the 
heart of the development complex. 
Once there you must steal the 
design of the CK 23 and then set a 
time delay mine in the nuclear 
reactor. The action takes place on 
a moonless night, hence you have 
been provided with a military 
image enhancer. Using advanced 
3D vector graphics, with full 
collision detection, the player sees 
an accurate representation of his 
world as he moves within it. 

Catch 23 will sell for £8.95 on 
cassette, with the 64C disk retailing 
for El 2.95 and the Amstrad disk, 
£13.95. 



■ Can you, ever ever hove 
enough of games? Well, the Epyx 
folks can't, thafs for sure. They've 
got Summer Games, Winter 
Games, and who-knows-what- 
else Gomes. Where con they turn 




to now to excite the players? 
Where can they find on entire 
spectrum of unusual activities? 
Where else, but the zany, goofball 
world of California, says 
Marshal M. Rosenthal 
Here's California Games! 

"Having lived in California for 
over 1 0 years, I can tell you the 
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— but the three Rntish <on> 
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T-shirt size: S/M/L Machine owned; 

The driver who has scored the most Le Mans victories is: 




citizens there do some wocky 
things. You'd expect the sports ro 
be a bit weird os well. Too true, but 
then, that's part of the charm. 

"California Games takes 
place in a number of locations 
throughout the Golden State — 
Hollywood, Berkeley. 

"Try surfing agoinst a gnarfy 
wave os the spray stings your eyes, 
or taking on the chomps in o 
flying-disk tournament — we used 
to just call them Frisbees- 

"Then there's rollerskating, 
footbag, even BMX bike racing. 

"The half-pipe skateboard 
competition is a real hoot. 

"Up to eight players can 
participate, and the joystick is used 
to do everything but put in your 
name. So invite o bunch of friends 
over, put on your shades, cover-up 
with suntan oil and hit the waves. 
Just be careful you don't bump 
your head on your 64!" 



■ Here's a sneak preview of two 
new, hot games coming from 
Mlcropose. Project: Stealth 
Fighter put you in the cockpit of 
the top-secret "radar invisible" 
American jet fighter. Unlike a 




Cessna, this baby comes complete 
with a full armament of weapons 
for air and ground attack. But your 
biggest weapon is the stealth 
capability. 

On-board instrumentation 
includes a comprehensive "heods- 
up" display, two CRT computer 
screens, enemy jamming devices, 
and Ions more. All with joystick/ 
keyboard commands ana o 3D 
perspective view first pioneered in 
Ihe highly successful Gunship. 

The many scenarios included 
(each with various levels of 
difficulty) range from surveillance 
mission, to hot and heovy combat. 

Airborne Ranger, is more 
orcade-orienfed, and success will 
often depend on quick reflexes 
and accurate shooting eye. 

Project Stealth Fighter will 
initially be available for Ihe 
Commodore 64/1 28, as will 
Airborne Ranger. 




redevtl Virgin boa 
Richard Branson, who 

recently imaihed the speed record 
For crowng the Atlonlic by boal, if 

o becomn the firvt 
y 0 ho' air balloon — across the 
Atlantic Accompanying hii 
OAploifi will bo o Virgin gamo 
~ ran ft -Atlantic Balloon 
Hong* 
ichard wtll accompany P*r 
rqe*t hot-air 




pi' 


® 1 







1 , ! .-tmv.'. 



Trar 

S 



boll 

Atlantic f lyor. and they will fly al giaon 

77,000 feet from the SuaorW hoav> 

Mouft'0>^ in Maine, North Arrwica not b* 



to Europe 




■ The rights to rnuscleman 
Arnold Schwa rznegger's 
new film Predator have been 
snapped up by Actlvlslon/ 
System 3 for release sometime in 
November. 

In the film, which has just opened 
in America and is reported to have 
taken $1 2 million in its first three 
days, Arnold plays a man on a 
mission to rescue hostages held 
deep within a South American 
jungle. A tough task but things get 
worse. An olien is apparently 
following himl Is that bizarre? Too 
right. More news and pics as and 
when. 



■ Imagine being at the wheel of a 

£350,000,000 racing machine — 
a Formula One Ferrari. This 
awesome mechanical beauty eats 
up the track like an enraged 
Pacman gone berserk. Ferrari 
Formula One from Electronic 
Arts ISN'T for wimps! 

Pick any of 1 6 authentically re- 
created tracks. If you've a 
hankering to race around Monaco 
or Detroits go for it. 




Want a greater challenge? Then 
brave the trials and tribulations of 
the 1 6-race 1 986 Formula One 
Grand Prix season. 

There's a lot more to Fl racing 
than just sitting in the driver's seat. 
A wind tunnel is useful for testing 
the car's aerodynamics, and 
frequent test and practice sessions 
will help iron the car's problems 

A first-person perspective looms 
aheod. The course beckons, 
authentic down to scenery and 
weather conditions. Run trie 
gauntlet of seven other cars, each 
of these to contenders possessing 
his own distinct personality and 
driving style. 

Ferrari Formula One really 
shows off what the Amiga can do, 
with an incredible array of graphic 
and sound effect. Once you buckle 
up, you won't want to shut that 
engine off. 



■ Academy, CRL's smash space 
game, has mode the 
transformation to the Atari St, price 
£19.95. 

In it you play a trainee skimmer 
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pilot enrolled in the top training 
school of the Golcorp Academy 
for Skimmer Pilots. You will leam to 
design your own space ship and 
participate in many classes — all so 
secret that they con only be 
revealed to qualified skimmer 
pilots. 

On graduation from the 
Academy you will take the 
spaceship you hove designed on 
20 missions, encountering aliens 
and practising the top secret theory 
learnt at the Academy. 



■ Remember Petsters? Those 
cute furry robot cats and dogs 
created by Atari founder and all- 
round whizz -kidd Nolan 
Bushnell. Well, he's been at it 
again. Our spy in the US tells us 
that Bushnell has unleashed Tech 
Force on the world. These are a 
whole bunch of remote controlled 
vehicles ormed with laser-guns. 

One ployer can challenge 
computer controlled opponents or 
two players can fight it out 
between them. You can fight in 
real-time or program the vehicles 
to make pre -determined strategic 
moves. The vehicles ore controlled 
from computerised Command 
Bases which look like ZX81 
computers with an antenna stuck 
onl The laser beams disable the 
vehicles for a programmed length 
of time and up to 1 6 Tech-Force 
units con be contolled from on 
Command module. 



■ Enter the Armageddon 
Man. And no, it isn't Mr Ronnie 
Raygun — but it does involve 
someone with his finger on the red 
burton that will blow the woHd to 
bits. The Year is 2032 AD. There 
are now 1 6 nuclear superpower 
nations, each with the capacity to 
trigger the final destruction of 
mankind. Together they have 
formed a desperate alliance — the 
United Nuclear Nations and have 
financed and built an enormous 
network of spy and laser defence 
satellites. Control of the network 
resides in an enormous and 
sophisticated satellite codenamed 
Olympus. Control of Olympus is 
down to the Supreme Commander 
— The Armageddon Man, who 
holds the worid in his hand. 

As The Armageddon Man you 
must reduce the chances of war 
between enemy countries by 
maintaining on equal balance of 
power and resources. 

If the unthinkable does ever 
happen, you will havo to deploy 
laser defence satellites to reduce 
civilian cosuotities to a minimum. 

The Armageddon Man 

features advanced icon-control, 
with all activity governed by the 
selection of the five main icons. 

The package also comes 
complete with a colour vinyl map 
of the world (2032 AD edition) 
and vinyl re-usuable flags of each 
notion. 

The Armageddon Man will set 
you back £1 2.95 on cassette, 
£1 4.95 for Commodore disc and 
£19.95 on Amstrad disc. 







Featuring: 
One player, Two players, Dual 
allies or Dual enemies. Five 
channel sound which utilises two 
separate speech channels with 
sampled dialogue and effects. Super 
fast 360° fire power. Collectable 
pods to enhance your spacecraft's shield, 
fire power, manoeuvrability and speed. 
Hi-Score, Ultra Score and Galactic Haii 
of Fame. 



Credits 

Program and sound effects by 
Simon Ntcol 
Graphics by 8ob Stevenson 
Music by Rob Hubbard. 





Commodore 64/1 28. £8.95 cassette, £12.95 disc. 
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WOULD HE LEAVE HOME WITHOUT A 
LIFETIME WARRANTY HIS CONTROLLER? 



0 



YOU SHOULDN'T £/THER. 



Whether you are out there flying an F-15 Strike 
Eagle, or performing heroic deeds as a captain of a 
submarine with Silent Service, you would be using 
Suncom'snewTAC5. 

Innovative MicroSwitch Array Technology 
makes all the difference. Our design lets us offer 
what no other joystick manufacturer has offered 
before - a LifeTime Limited Warranty". 

A Warranty that is above and beyond our normal 
2-year guarantee. 

Over the last 5 years we have developed the 
strongest reputation for quality, reliability and 
performance in the highly competitive American 
market place. Now you can take advantage of our 
experience. 

Only with TAC5 do you get a lifetime of 
guaranteed use. 



The TAC5 is compatible with 
Commodore C64.128, 

Amiga, Atari series of computers, 
Amstrad CPC range and Sinclair 
(with correct interface). 

•S** *twt MUM dN m» 'ik u«*c co^Anont 



The price is £13.99 



W Sun com 




SUNCOM Microprose Software Limited. 2 Market Place. Tetbury, Glos. GL8 8DA Tel : 0666 54326 




■ Hove you got Hie right stuff? 
Find out with Chuck Yeager's 
Advanced Flight Simulator 
from Electronic Arts. Yeager 
was the man who was first to break 
the sound barrier in a jet powered 
aircraft — but it was kept secret for 
years as the Yanks thought it would 
be better that no-one knew. 
Yeager' s life story was featured in 
the brilliant film The Right stuff— 
about the early Mercury space 
missions. If you haven't seen it, rush 
down to your local video shop and 
rent it today. And read the 
awesome book also called The 
Right Stuffby Tom Wolfe. Yeager 
has been heavily involved in EA's 
flight-sim and C+ VG will be 
bringing you a preview of the 
game and on interview with the 
amazing Mr Yeager in a future 
issue. Apparently the Korean and 
Vietnam war veteran insisted that 
this flight-sim DIDNT involve ony 
shoot- 'em up elements. 




■ Nineteen-year-old Colin 
McCHnton from Belfast is the 
World Elite Champion! Colin 
beat off a challenge from Amer- 
ican Fred Bayer in London's 
West End recently. Both started the 
championship game with 3000 
credits, a single beam laser and a 
Dangerous rating. Both were given 
eight hours to win — but one hour 
from the deadline the US challen- 
ger threw in the towel and handed 
the world title to Colin. The winner 
will be starting o grand tour of the 
States later this year as part of his 
prize. Elite, now an incredible three 
years old, is still the world's biggest 
selling game. Versions for the IBM, 
Atari ST ond MSX are on the way 
and will feature enhanced fea- 
tures. World champ Colin is pic- 
tured (right) with challenger Fred, 
who come from Portland, Oregon. 



■ Reaktor, ArlolasofTs £4.99 
budget label issues three newies, 
Deadringer, Mountie 
Mick's Death Ride and Killer 
Ring 

Deadringer is o three 
dimensional race in space, with 



radar and reorview indicators to 
help you watch for deadly attacks. 

In Mountie Mick's Death Ride the 
McCluslcy gang are raiding the 
Trans-Canadian Express — 
Mountie Mick must catch them, 
avoiding leaking tankers, 
grenades, loose mooses and 
coping with pitch black tunnels. 

And in Killer Ring — see last 
month's Hot Gossip for full details 
you blast your way through the 
levels until you reach the 
spaceman — and then blast him. 

All games available on cassette 
only for Commodore 64, Spectrum 
and Amstrad CPC. 




_ Auf Wiedersehen Monty, 

is not out for the 128K Spectrum. 
The 128's sound chip enables 
Monty to make mole-like remarks 
— whatever they may be-when the 
screen changes. 



■ Cascade games is following 
up its highly successful Ace 
combat flight simulation with Ace 
2, due out in September. 



■ Grab your diary and make sure 
you make a dote to visit the 
Personal Computer World 
Show at London's Olympia in 
September (23 to 27). 

This year's show — the 1 0th — 
promises to be the biggest yet. All 
the top software companies will be 
there with all the latest games and, 
of course, the 

Computer Video Games 

team will be there so come along 
to our stand and say hello. 



■ Programmer Paul Smith takes 
a well-earned break. But do you 
thing those ghouls of software 
house bosses will let him Rest in 
Peace. Get back to work, growl the 
bloodsuckers. 

The gruesome twosome ond 
Paul are actually trying to drum up 
a little publicity about his new 
game Bride of Frankenstein 
released on new 39 steps label. 

In the gome you must revive 
your beloved Frankenstein before 
the wedding day by robbing 
graves and crypts, in search of a 
pair of lungs, kidneys, a liver, a 
brain and a good heart to bring 
your horrible hubby to life. 

First you must find the tools for 
you grave robbing expedition — a 
spade to excavate graves, a pick- 



axe for opening crypts (and for 
fending off nasties), and a lamp to 
light your way. 

Lost souls wander restlessly, im- 
prisoned in the dungeons. Your 
heartbeat will tell you how much 
stress you are under. 

Bride of Frankenstein will 
be out on Spectrum, Amstraad and 
Commodore. 

Next from Paul will be Were- 
wolves of London, in the au- 
tumn. Will it be a howling 
success. 



■ Silent Service, MicroProse's 
submarine simulation service 
game, is about to surface in the 
arcades. Bally Sente are 
converting the game for the i 
ops. 



■ The Power House has 

compilation tapes for the 
Spectrum, Commodore and 
Amstrad each with eight games for 
the price of £9.99. 

The Spectrum tape features 
Cyrox, Timet light, Sword 
and Shield, Hercules, 
Slingshot, Tomb of Syrinx, 
Oddball ond Sqijil 

The Commodor compilation 
contains Gods and Heroes, 
Terminator, Aftermath, 
Return of the Space 
Warrior, Hercules, Sql|, 
Xenon Ranger ond Gun 
Runner. And the Amstrad 
version features Barrier Reef, 
Corridor Conflict, Nakamoto, 
Freedom Fighter, Nocturne, 
Timelord, Wroth of Olympus and 
Amstraqd Shuffle. 

Power House has also released 
two utility programs for the 
Spectrum and Commodore. Both 
entitled How to make the 
most out of your computer, 
the Spectrum tape features The 
Adventure Builder and 
Artworx, while the Commodore 
utility features Vldteom and 
Ultrakit. Both utilities will retail 
for £9.99. 



recent FA Cup Final. 

But it was bad news for Ian and 
Andrew who are both Tottenham 
supporters. Spurs, as you may 
remember, lost to Coventry by 
three goals to two. 

"Although Spurs have achieved 
great success in Andrew* s living 
room, including the double, his first 
actual trip to Wembley didn't 
produce the scoreline he was 
looking for," said Kevin T, after the 
match. "I think, though, judging 
from the look on his face, that 
Andrew enjoyed just being at 
Wembley for real." 

Ten runners up will each receive 
a selection of the Addictive's 
games autorgraphed by Kevin 
Toms. They are: Christhpher 
Hannam, Gwent, Paul 
Robinson, Perthshire; Richard 
Scotney, Burton-on-Trent; 
Steve Tanner, Redditch; 
Julian Alford, Exeter; Kevin 
Kennard, London SW2; Paul 
Maudsley, Halifax; Graham 
Hilton, London E2; David 
Connor, Liverpool; Christine 
Walkden, Manchester. 




■ Anybody spot C + VG's Hot 
Gossiper Tony Takoushl on 

Channel 4's trendy Sunday 
lunchtime show Network 7? 

Old mega mouth was on their 
spouting on about the "addiction" 
of playing computers and giving a 
run down of some of the more 
controversial games of the past 
few years. 

Talking of multi-media stars, 
brings us to Keith Campbell. 
Listeners to London Broadcasting 
Company's computer show on 
Sundoy afternoons would have 
heard KC on the show's semi- 
regulor adventure helpline phone- 
in solving game problems with his 
usual ease. 

However Paul Copplns 
failed to make the show because 
of the annoying problem of 
cancelled trains. It's the first 
problem Paul hasn't overcome in 
years! 




■ Father and son Ian and 
Andrew Begg pose outside 
Wembley Stadium with Football 
Manager creator Kevin 
Toms. 

They won first prize in the 
Addictive/Prism Leisure 
competition for those who bought 
the ever-popular game. And that 
was a day out with Kevin at the 



■ Five major retail chains are now 
selling the Mastertronlc — 

distributed Sega games console. 

They are Kids Store, Fine Fare, 
Correfour and Gateway. 
Woolworths is also selling the 
machine in selected stores. 

The basic Sega kit sells for 
£99.95. Games are available on 
car and cartridge at £14.95, 
£19.95 and £24.95. 
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GAME OF THE MONTH 

Bigger, better anil bolder than the 
real. Try it, buy It. Don't miss out. 



C+VG HIT 

Miss the hits at your peril. They are 
the business! 



i^^+V^^i 



THE REVIEWERS 

TIM METCALFE: 

The Ed man wields the fastest 

joystick ol all. When his word Is 

heard you better listen 

PAUL BOUGHTON: 

Shoots from the lip. Likes zip in his 

zap. 

LEE BRATHWAITE: 
Radio Lancashire's ace games man, 
always ready to air his views. 
CHRIS CAW: 

The Amiga man. But Cain Is able to 
be persuaded that 64 Isn't near 
retirement age. 
DAVID BISHOP: 
As an Amstrad (an, The Bishop 
preaches what he practices. He is 
also lull ot praise tor the Atari ST. 
STEVE BADSEY: 

The Doctor reports from the frontline 
about war and strategy games. 
NICKY TREVETT: 

Reclusive Nicky has the knack with 

the BBC. 

BRIAN WEBBER: 

Sees all, hears all. plays all. 

JERRY MUIR: 

Games expert Mulr has the Atari 8- 
Blt between his teeth. Something he 
XLs at. 
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MACHINES: AMSTHAD/CBM 
64/ AMH3 A/SPECTRUM/BBC/ 
ATARI/MS X 

SUPPLIER DOMARK 

PRICE: £9.95 AMS/CBM/C8 95 

SPEC 

VERSIONS TESTED: AMSTRAD 
REVIEWER: PAUL 



▼ LEVEL FOUR 



My name is Bond. James Bond. 
Double 0 Seven. Licenced to 
Kill. And I'm going to scare The 
Living Daylights out of you. 

Well we all have dreams, 
don't we. Here I am sitting at the 
computer, dressed in white 
dinner jacket, bow tie and 
trousers with a crease you 
could cut yourself on. 

Dum diddy dum dum, dum 
dum dum diddy dum dum, da 
da de da . . . 

Ah yes, the good old Bond 
music stirs the blood. Not like 
the awful A-Ha theme song to 
The Living Daylights movie on 
which the game is based. 

Talking of the film, here's the 
plot. It adds a bit of colour to the 
game. 

James Bond has recently 
returned from Gibraltar on 
exercises to be sent on a new 
mission to Bratislava, 
masterminding the defection of 
KGB General Koskov. 

Despite an attempt on his life 
by beautiful Czech Cellist Kara, 
Koskov is eventually brought 
safely to London. 

Unfortunately Koskov is 
abducted by Necros, a ruthless 
killer. M, Bond's boss, 
suspecting the KGB, sends 
Bond to serve a terminatinon 
warrant on General Pushkin, 
who is known to be in Tangiers 
with a trade Delegation. 

Before doing this. Bond 
decides to return to Bratislava 
to try to get closer to Kera. He 
does this and discovers Kera is 
an innocent victim of the 
Russian General, He also learns 
of Koatcov's involvement with 
International Arms Deeler Brad 
Whitoker. In true 007 style, Kara 
is rescued and taken to Vienna 
where she succumbs to the 
Bond charm, 

Together with Kara, Bond 
moves to Tangiers where he 
eventually confronts General 
Pushkin in his Hotel. They plan 
together to trap Koskov and 
Whitaker. 

Bond and Kara are taken 
prisoners by Koskov end flown 
to Russian occupied 
Afghanistan, but it is not long 
before Bond breaks free with 
Kara and Kamran Shah, the 
leader of a group of Afghjan 
freedom fignters. Together they 
find out what Koskov and 
Whitaker are up to — 
smuggling raw opium, 

It is obvious they must be 
stopped, so the support of 
Kamran's rebel group they 
overcome masses of Koskov's 
troops and allies in an attempt 
to prevent the Opium leaving 
the country. The final mopping 
up is at Whitaker's Tangiers 

Villa. 

Before each level Bond can 
choose a weapon. This screen is 
set in gadget wizard Q's 
laboratory. The range of 
weapons varies from level to 
level, they include, gun, 
bazooka, kinfe etc. You heve 
just five seconds to select the 




weapon. Making the right 
choice will help you gel through 
the level. Making the wrong one 
won't make it impossible, just a 
litte more difficul©^ JjLj 

The playing area is split into 
three sections. Foreground, 
mid-ground and back ground. 
Each scrolls left to right at a 
different speed. 

Bond himself can run, jump 
and roll. When shooting, a gun 
sight appears. This you can 
move around to target the 
villains and Bond's gun arm will 
automatically follow- Hitting the 
fire button activates Bond's 
trigger finger. 

The game levels are as 
follows. 

LEVEL ONE — GIBRALTAR: 
Bond begins his adventure with 
a test of the defences on the 
island of Gibraltar. He must 
match his wits against the skills 
of the SAS. 

LEVEL TWO — THE LENIN 
PEOPLE'S MUSIC 
CONSERVATORY: You must 
get the Russian defector Koskov 
away from his KGB guards 
without injuring any of the 
music lovers enjoying the show 
inside. Koskov will follow you 
but it is up to you to defend him 
from the snipers who appear all 
over the building. 
LEVEL THREE — THE PIPELINE: 
Now you must smuggle Koskov 
past the pipe workers and send 
him on is way down the Trans- 



Siberian pipeline- 
Watch out for the Russian 

Siuards and the added danger of 
ailing pipes. 

LEVEL FOUR — THE MANSION 
HOUSE : Once you have 
managed to rescue Koskov 
somebody wants him backl The 
ruthless killer Necros tries to 
snatch Jim back from the British 
Secret Service. 
LEVEL FIVE — THE 
FAIRGROUND: You have to 
meet your fellow agent but 
Necros. now even more 
desperate, has followed you 
and he has orders to kill! 
LEVEL SIX — TANGIERS: Your 
mission to find the missing 
Koskov takes you to the 
rooftops of Tangiers where you 
must battle for your life. 
LEVEL SEVEN — THE MILITARY 
COMPLEX: Trapped in the 
desert of Afghanistan in the 
middle of a Russian Air Base. 
No problem for 007! 
LEVEL EIGHT — WHITAKER'S 



VOL' 



HOUSE: You finally meet (he 
Mastermind behind the 
dastardly ploy — 8rad Whitaker 
the American Arms Dealer and 
military historian. He unleashes 
all the power of his arsenal 
against you. you must fight 
through to reach him. 

After the rather sorry effort 
which Domark released as A 
View to a Kill, they vowed that 
The Living Daylights must be 
good. 

Well it must be said that their 
latest Bond outing is 
considerably better. But that 
wouldn't be too hard. When it 
comes down to it, this is really 
just a scrolling shoot-'em-up 
which could be fixed to any 
licence or name. That doesn't 
make it a bad game. It is in fact 
quite playable and enjoyable. 

► GRAPHICS 9 
SOUND 7 

► VALUE I 

► PIAYABIUTY U 
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Please make crossed cheques or postal orders payable to Virgin Games Ltd 
and send to Virgin Games, 2/4 Vernon Yard, Portobello Road, London W11 2DX. 

PLEASE DO NOT POST COINS OR MONEY! 

□ Commodore 64/128 (£9.95) □ Spectrum 48/128 (£9.95) 
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MACHINES C64 
SUPPLIER: ARIOLASOFT 
PRICE £9 99 
VERSIONS TESTED CM 
REVIEWER: CHRIS 




Yet again Tony Crowther and co 
hit us with another Classic' 
game, or so the inlay card says. 
Mr Crowther has been author to 
a fair number of good games, 
but it seems he may have lot his 
touch . . . 

Gobots is not what I'd call a 
Crowther classic. It lacks the 
pulling power, graphical quality 
and other Crowthehsh features 
which made Suicide Express. 
Potty Pigeon and Trap such 
great games. 

The Gobots are machines 
which can transform 
themselves into various types 
of vehicle at the drop of a hat. 
Each one has his/her (what sex 
is a robot?) own type of vehicle, 
be it plane, tank or scooter. 

Most of you probably know 
this already, because these 
character have their own 
cartoon series, which I must 
confess I haven't actually seen. 

The plot of his caper, entitled 
The Moebius Strip', is all about 
an evil Prof, who plans to 
destroy the Gobots once and for 
all. His plan is to capture the 




- - *- 




Gobots' human friends, and 
when they come looking for 
them, he will zap them with his 
now bases. 

Having sent two evil 
henchmen out to get the 
humans, they return to their 
master with an extra gift, the 



powerful Gobot called Turbo 
who is. for the present time, out 
cold. 

Well, to cut a very long and 
extremely tedious story shod, 
the Gobots come to rescue their 
buddies. One gets captured and 
turned against his pals, and 
another discovers that he has 
the power to produce clones of 
himself. 

Using this new found and 
amazingly handy skill, Leader 
One comes up with a plan, 
which goes something like this: 
Step one: Drop a clone into the 
nearest base. Step two : Watch 
it explode. Step three: If there 
are no humans around, repeat 
procedure — if there are, pick 
'em upl 

This is where you actually, at 
last, enter the game Using your 
joystick to manoeuvre a very 
wobbily Leader One, you must 
scoop up the Scooter clones 
and attempt to drop them into 
the nearest base. 



But. needless to say. it's not 
that easy. 

Whilst you're attempting to 
demolish the base, attacking 
baddy Gobots, called Cop ters, 
or something like that, will try to 
stop you by crashing into you. 

Flying your Gobot around is 
really no easy task in itself, as 
the controls are far too 
sensitive, and I found myself 
constantly crashing into the 
planet. 

You may also land on the 
surface of the planet, and there 
you can dig large rocks which, if 
you are in the mood, can be 
thrown at oncoming traffic. 

It seems so strange that 
Artola have released this, 
usually you get a thoroughbred 
from the great Ariolasoft 
stables, but this I'm afaid is iust 
an old nag. 

► GRAPHICS 7 

► SOUND 7 

► VALUE 7 

► PLAYABIUTY 7 





MACHINES: CBM 64/ 
SPECTRUM/AMSTRAD 
>■ SUPPLIER: IMAGINE 
► PRICE: C7.95 (Sp«ctrum)/£8 95 

(CBM 64/AMSTRAD) 
*• VERSIONS TESTED: CBM 64 
>■ REVIEWER: PAUL {and a lot of 
readers) 



It was a tough test. Perhaps the 
toughest test we've put a game 
through so far — trial by C+VG 
readers. 

The venue was the 
Commodore show at the 
Novaiel in London. As usual the 



C+VG stand was under seige 
for most of the time. So I loaded 
up Slap Fight and let the people 
play and play and play. 

And judging from the 
reaction to Imagine's 
conversion of the Taito Coin-op, 
it's a winner. Comments ranged 
from "Wow" to "great" and 
"fantastic" to "get off it's my 
go". I think they liked it. 

So what do you get? Space 
shoot-'em-up, horizontal 
scrolling landscape. Aliens. Lots 
of them Enough said? 

As you get into the game, the 
more lethal the attack waves 



deposit a star. Pick it up by 
flying over it and it lights an 
icon at the bottom ofthe screen, 
hit the space bar and the slap 
Fighter gets that icon's ability. 
The more stars, the more icons. 
These give you more speed, side 
shots, wings and bombs. 

And that's it. Simple. Smooth, 
Very addictive. A winner. And if 
I find out who it was that karate 
chopped me when I wasn't 
looking, I'll call down the curse 
of C+ VG on them. 
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Prepare yourself for the greatest adventure yet - The GUILD of THIEVES. The ultimate challenge for master criminals 
everywhere. 

Your mission, to gain membership of the prestigious Guild of Thieves. But first you must successfully return from a mythical 
Isle within Kerovnia having stolen Its hidden treasures. 

Now the prospect of looting and pillaging the Island may seem enticing, but you'll need all the Ingenuity you can muster, and 
of course criminal cunning as you try to unravel clue after clue and solve a wealth of devious puzzles. 

With its sensational text and dazzling graphics The GUILD of THIEVES Is a quest that's sure to tax the most resourceful 
mastermind. After all, as every Guild member knows, only crime pays. 

The GUILD of THIEVES Incorporates 29 remarkable scene-setting graphics' and the kind of complex Intrigue and surprise that 
has established the MagncticScrolls team as worthy award winners. 

The Guild of Thieves available from Ralnblrd Software 
at £24.95 (or less). . . It's a steal. 





Screeniriou stolen from the ATARI ST version. 
•Some versions do Ml conforn graphics. Please check before purchasing. 



Out now on ATARI ST. AMIGA, APPLE MACINTOSH, AMSTRAD 
PCW 82S6/8S12 and APPLE II (text only). Coming soon on CBM 64/128. 
AMSTRAD CPC 6128, ATARI 800/130 and IBM PC. 

At all good retailers or direct from Ralnblrd Software. First Floor, 
74 New Oxford Street, London WC1A IPS. Telephone: 01-240 8838. 

C r J HAINblRD SOFTWARE. FIRST fLOOR. 74 NIW OXFORD 

V"^ STRE£t LONDON WC1A IK. Ralnblrd and ihe Rambtrd 
logo ore trademarks ofirltlsh Telecommunications pic. 
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SPECTRUM/ 
MSX 

ULTIMATE 
PRICE: £8.00 (SPECTRUM)/ 
(£9.991/AMSTRAD/MSX 
VERSION TESTED: AMSTRAD/ 
SPECTRUM 



Quite honestly I'm at a loss. 
Mystified. Confused. Stumped. 
How the hell do you get off the 
first screen of this game? 

Since the latest offering from 
the tight-lipped mystery men 
from Ashby de la Zouch arrived 
in the office, I've kept returning 
to it every few days. And I get 
absolutely nowhere. I've 
watched other people try to 
play it. And guess what? I've 
still not seen anything other 
then the opening screen. 

There a whole new game 
lurking in my computer but I 
can't find it. So this "review" 
wil! tell you the game's 
about and what happens on the 
first screen. 

The evil wizard Vadra 
controls the ancient city of 
Irkon. The inhabitants have 
been imprisoned and you have 
been turned into a blob. Huge 
bottles have been constructed 
which ozze bubbles — which 
turn into strange mutant 
creatures. Hence the title Bubbler. 

But life's not all bad for you as 
a blob. You can move and spit 
fire globules at your foe. 

Around the city are magic 
corks, hidden under trapdoors. 
Find all these corks, to bung in 
the bubblers and Vadra's 
powers wilt be ended. 

The game is — as far as I can 
judge — like Marble Madness 



00000 

©3 





creatures floated through the 
screen including crabs, mystery 
bubbles and various spinning 
objects. 

Bubbler looks nice, sounds 
intriguing and is certainly 
challenging. 



and Spindizzyto look at, all 
ramps, causeways and 
platforms over which you must 
guide the blob. The starting 
point of the game is a platform 
with what appear to be two exit 
ramps, up which you must 
travel to exit the location. The 
trouble was that I just couldn't 
get any control over the blob. It 



seemed to have a mind of its 
own and a sense of direction 
which kept taking it off the 
platform and into the black void 
beneath. Losing lives as 
quick as I did meant Game Over 
coming up with tedious 
regularity. I did actually manage 
to get halfway up each ramp but 
just couldn't make it to the top. 
Very frustrating. 
Meanwhile a strange array of 






► MACHINES: CBM64/A 
SPECTRUM 

► SUPPLIER: BUBBLEBUS 

► PRICE: £8.95 CASSETTE/ 
£12.95)/DISK 

► VERSIONS TESTED: CBM 

REV?EWER PAUL 

Bubble Bus has always been 
known for huge, sprawling 
games. Remember Starquake? 
Well now there's another mega 
maze offering with The Fifth 
Quadrant, around 230 rooms 
and locations to explore. 

Once again we set off into 
deep space. The Galactic 
Survey Vessel Orion is on a 
mission to explore and map the 
galaxies of the Hercules Cluster. 
After 20 years of work just one 
sector remains. 

The crew put themselves into 
suspended animation and set 
off to go boldly where no one 
has boldly gone before. And 
ten they get the Zimens. No, 



it's not some intergalactic space 
disease but a force of alien 
mechanical beings who 
infiltrate the Orion. When the 
crew regains its wits after 
waking from its space sleep, 
they find the ship's systems 
have been terminated and the 
computers reprogrammed in an 
alien language. 

As the ship's energy drains 
away the crew must try and 
regain control of the Orion. 

To do this you have four 
robots under your control 
which must be used to explore 
the ship, access lifts to different 
levels. 

Each robot has its own 
identity. They are SLOG, ship's 
captain and pilot, PLOT, 
navigator, KNUT, engineer, and 
BODO, the crewman. KNUT, in 
fact, is locked in prison when 
the game starts and the others 
must free him. 

The computers are scattered 
throughout the ship. 



While not the most original 
idea. The Fifth Quadrant is very 
playable and should appeal to 
all those who like problem 
solving, three dimensional maze 
games. Nice graphics. 



CBM 64 AMSTRAD 
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► MACHINE: C64 

► SUPPLIER: VIRGIN 

► PRICE: £9.95 

► REVIEWER: 

What ever the result of the 
election YOU can change it 
thanks to Virgin's Election!. 
Double dealing, scandals, slurs 
and back-stabbing — all the fun 
of an election campaign without 
the party political broadcasts. 

There are around 40 
intelligent characters featured. 
From Towly minion to 
charismatic party leader, each 
varies in intelligence and 
personality attributes. Many of 
the others are just as ambitious 
as you and while you go about 
the business of rallying support, 
you must keep a careful eye on 
all the others. 



The Quoon doesn't compete 
for followers and will not stoop 
to slurring under any 
circumstances. Likewise she 
does not respond well to these 
tactics. 

Tokens take immediate affect. 
Sincerity and Hope increase 
your Credibility, which is your 
life-blood. 

Objects include Gossip. Scam 
and Untruths which increase 
your unseen "slurring power". 
When you have decided 
slurring is the only way to 
proceed make sure you are 
armedl 

The Peerage. Rosette, 
Knighthood and Shares don't 
affect you but when given to 
your supporters it will increase 
their ambition, and their ability 
to carry out your orders. 




313 



The total electorate is 
comprised of 200 votes, 40 
belong to the computer- 
controlled players and won by 
your interaction, the other 160 
votes are won by careful 
placement of manifestos. You 
need 101 to win! 

This game incorporates 
simulations of human 
personalities. The computer- 
controlled characters' 
personality attributes are: 
intelligence, loyalty, emotions, 
aggression, changeability, 
ambition and gullibility. 

Characters' intelligence 
increases throughout the game. 
Feelings of loyalty are 
simulated too, characters do 
change their allegiance and you 
can win them over if you try 
often enough and hard enough. 

Loyally has an interesting 
side-effect in that characters 
feel a certain loyalty for other 
charcters of their 'kind'. 
Extremists have a degree of 
loyalty for other characters of 
their 'kind'. Extremists have a 
degree of loyalty for one 
another regardless of which 
party they follow. 

Emotions are portrayed by 
how friendly a character is. 

The aggression factor 
measures the likelihood of the 
character to enter into slurring 
matches with others. 

Changeability reflects each 
character's likelihood of 
changing political allegiance 
and contributes to their loyalty 
rating. 

Initial ambition varies 
depending on the status of the 
characters, it can be fuelled by 
your actions and those of other 
characters. The more ambitious 
a character becomes, the bigger 
threat they are to you if they are 
not on your side. 

Slurrability indicates the 
effectiveness of any smear 
attack you may bestow on the 
opposition. 

As Party Leader credibility is 
of the essence, you must keep it 
high, if it reaches zero, the 
game is up 



You will find Manifestos 
(marked "M"} which you must 
take to your party H.Q. to adopt 
party colours, then drop them in 
any of the 16 special named 
locations in the game, this will 
immediately gain you 10 votes. 

Options you can access via 
the joystick controlled menu 
include: 

Take: This option is automatic 
from the beginning of play but 
you may need to reselect after 
using another option, or after 
certain approaches by other 
characters. You can lift tokens 
or objects this way, but you can 
only carry four objects anytime. 
Drop: You may deposit 
Manifestos in special locations 
or merely drop objets you no 
longer require to make room for 
new ones. Only four objects can 
be placed on the screen at any 
time. Also be careful not to 
place two manifestos on a 
special location at any time or 
you will lose one! 
Give: You can choose to give 
incentives or objects to a 
character. You can control how 
much you give, remember you 
can increase supporters' 
ambitions and make them more 
able to give orders on your 
behalf, but you don't want to 
increase the ambitions of a 
supporter of any other party! 
Computer-controlled people 
will sometimes be quite 
generous when canvassing for 
you. so keep a pocket empty for 
contributions! 

Ask: Simple questioning can 
help you find out about a 
character, perhaps they may 
indicate how they intend to 
vote. Alternatively they may not 
wish to discuss anything with 
you. 

Slur: You may persuade a 
person to slur another on your 
behalf. You must first select 
who you wish to order, then 
once they have agreed to 
comply you must select the 
person you wish to receive the 
slurring. This may or may not 
work for a number of reasons. 
The loyalty of the character you 



have ordered towards you is 
important. They will be meeting 
others all the time who are 
bribing and canvassing just like 
you. Each order has a built-in 
boredom rating but luckily 
slurring is the most interesting 
order you can give. Very 
intelligent supporters will 
automatically collect Scam or 
Gossip or some such "weapon" 
to aid their slur campaign, but 
with a less intelligent person 
you may have to give them 
such an object. 

Canvas: Send your supporters 
out to rally support for you in 
this way. You must select a 
supporter to give the order to 
and then indicate who the 
recipient is to be. You can 
delegate a lot of political leg- 
work this way. An "undecided" 
voter will be much easier to 
persuade than someone 
committed to another party. 
You could try sending several 
people to canvass such a 
character. When other 
characters canvass you they 
may be willing to give you 
objects they are carrying so 
keep a spare pocket. 

You can force a character to 
actually resign by reducing their 
credibility to zero, but this could 
happen to you too ! Any 
valuables carried by the 
happless candidate will be 
deposited as far as possible on 
the screen they resigned (look 
for a banana!) on, or elsewhere 
on the map. 

When you select slur and 
person you are attacking, the 
screen border will turn yellow 
for the duration of the attack. 
Get as close as possible and 
follow them so you are 
continually making contact but 
keep a close eye on your 
credibility rating! 

If you wish to cease you can 
either run away (but will lose 
some face in the form of your 
future slur rating) or press FIRE 
which allows you to concede. 
Doing so wilt cause you to lose 
your valuables, but at least 
you'll have some credibility at 
the end of the day! 

Computer-controlled 
characters can also concede 
and will relinquish their 
valuables if the slurrer has 
enough empty pockets. 

Each character is different. 
Some will never become your 
followers despite defeat, others 
will do so grudgingly and 
others would rather resign than 
give in! 

You can save the game at any 
time and reload it later. A good 
feature this as Election is a 
game that will take quite a while 
to complete. 

The characters in the game 
are thinly disguised cartoon 
representations of the real 
people in politics and the 
media. You'll recognise them 
when you see them.' 

Election! is a lot more fun 
than watching a party political 
broadcast and despite being 
topical will probably outlast 
your average arcade adventure. 



► GRAPHICS 

► SOUND 

► VALUE 

► PLAVABILITY 





MACHINES SPECTRUM/CM/ 
AMSTRAD 

► SUPPLIER: ACTl VISION 

► PRICES: £9 99 (TAPES) £14.99 
(DISCI 

+ VERSION REVIEWED 
SPECTRUM 

REVIEWER: TIM 

Oh dear, oh dear, oh dear. 
That's about all I (eel like saying 
about this offering from 
Activision. How to take a good 
coin-op and ruin it would be a 
good summing up of this 
conversion of Sega's multi- 
player arcade game. 

C+ VG had one of these 
machines on our stand at the 
PCW Show last year and it was 
tough to keep the readers who 



When you first load up Wonder 
Boy you'll be forgiven for 
thinking— hmm'm, what'athisJ 
Bui give (t a chance. Get 
through the first level and you 
might just find yourself getting 
hooked, by this cute little game, 

I must admit, here at CtVC, 
we'd all beerr thoroughly 
spoiled by playing Super Mario 
brothers on the Nintendo 
Games Systems — and Wonder 
Boy is in the same mould. So 
when you go back to a similar 
style game on the 64 you 
approach it with different 
feelings. . . 

Wonder Boy starts off on a 
long, hazardous journey, his 
ultimate mission to rescue his 
girlfriend Tina, kidnapped by 
the evil King. King lives in a 
faraway place, across seven 
trecherous territories. Each 
territory is made up of four 
lands, eac h lend consists of four 
areas 

When you have reached the 
end of each territory you will 
have to defeat a mad Ogre to 
progress to the next level. 

On your way; jump over 
various obstacles including 
boulders and bonfires and kill 
attacking nasties such as bees, 
snakes and killer frogs. 

Whenever you see a giant 
egg. open it as it will always 
have something for you such as 



i^^baw plch: oul a 9 amst the" 1 further was that I found myself 



came to say hello to the team 
away from the machine. In fact 
it was tough enough to get the 
C+VG team away from the 
machine. 

No-one will be rushing to play 
the Spectrum version of the 
game. The best thing I can say 
is that I hope the 64 and 
Amstrad versions are better 

Quartet was Sega's bid to 
catch up with Atari In the multi- 
player game stakes which 
began with Gauntlet. 

Of course, you can't hope to 
get four players gathered 
round a Spectrum — but you 
can get two. Even with a friend 
playing along with you it's hard 
to capture any of the excitment 
generated by the arcade 
machine. 

Your Quartet team member is 
tiny, just one colour character, 
but fairly well animated to give 
it its due. The backgrounds are 
multi-coloured but boring, and 
the nasties are often hard to 



pick out against them. 

It's also pretty easy to defeat 
the enemies and collect the 
keys which take you through 
the exit doors and on to further 
levels in the game. I got up to 
level eight In the first sitting. 
The only reason I got no 



-f$Tf •'-'», 



further was that I found myself 
stuck behind a series of 
awkward barriers after picking 
up a jet-pack. 

The jet-pack stops you being 
able to crawl — so there I stayed 
until time run-out. I almost 
didn't go back for another crack 
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a skateboard or a fairy who may 
protect you for a while- 
Do not forget to boost your 
strength and collect bonus 
points by eating exottc fruit ot 
junk food. 

At the top left of the screen 
the number of Iive6 remaining 
is shown, Just beneath this 
there Is a box which will display 
Jhe stone axe when you have 
picked it up. 

Immediately to the right of 
the box are three icons 
representing the first three 
lands; upon completing a land 
the icon for that land wmI light 
up. 

When the last of the three 
icons is lit, they will scroll off 
revealing a new land to be 
completed. >&»w 

Mid-way at the top of the 
screen your score and the 
highest score achieved are 
shown. Under this is your 
Vitality Meter which may be 
topped up by collecting objects 
or finishing a '""'* ^ 



You must gel to the end of a 
land before this reads zero. Any 
vitality you have left at the end 
of a land will be converted into 
d bonus score. 

You'll find useful objects 
inside eggs — like the stone axe 
or o fairy (H who will protect 
you for a while before flying off 
, You lose items when you ve 
killed — and if you die and lose 
the axe you might as well forget 
about continuing. It's a vital bit 



of equipment and you just 
won t be able to go beyond the 
first territory without it. " 

There's a frog who needs a 
good hammering before he 
gets out of your way near the 
end. This makes the game 
f r ustrating — It's no challenge if 
you lose a life early on and 
KNOW you just can't get any 
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at lha game. 

It's also difficult to tell Just 
what the objects which you 
collect actually do lor you — 
apart from the "shield" which 
makes you flash a bit to indicate 
that you are invulnerable for a 
while. 

It doesn't seem to make much 
difference which character you 
chose to play. Edgar, Mary, Lee 
and Joe seem to have identical 
powers and look the same on 
screen as well- 
Quartet on the Spectrum 
could just win the prize for the 
worst coin-op conversion so far 
this year. It definitely wins the 



prize for the naffest cassette 
artwork. 

And the pricel El 07 No way 
Jose. These days I reckon 
Mastertronic would think twice 
about putting a game of this 
quality out at budget prices. 

To be fair, we haven't seen 
the 64 or Amstrad versions. If 
they are any better we'll let you 
know. 

Such a shame, after the 
excellent Enduro Racer wo were 
expecting great things. 



► GRAPHICS 

► SOUND 

► VALUE 

► PLAY ABILITY 
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/eryou do. 
So look before you leap and 
go slowly, eating ALL the food 
you can find. Your vitality 
shrinks rapidly — effectively 
giving a time limit for each 
territory. 




When 1 first found it 
didn't know what 1 
but you can walk t 
nasties unscathed win! 
hovers overhead. 

Joystick controls are 
awkward — you don't t 
firebutton to jump — \\. 
the stick up, Th'srioQ&r 
too difficult but, Strang 
enough, it 

And when ydu'vi.; mistimed 
jump and lost the a*d. you're 
just about ready to throw the 
suck through the screen' 

if vou liked the coin-op titen 
you probably will enjoy the 
computer version. It's a bit 
cute for my taste — the sort 
game your sister would like' 
The graphics a 



► MACHINE SPECTHUM/CBM 64/ 
AMSTRAD 

SUPPLIER HEWSON 

► VERSION TESTED SPECTRUM 

► PRICE; £7.95 (SPECTRUM. £8 95 
(CBM/ AMSTRAD ) 

► REVIEWER: PAUL 

It looks good, it plays good and 
by golly it is good. Sxolon is the 
best of the current crop of 
Hewson games. 

It's a little like Hewson's 
Gunrunner to look at. You 
control a spaceman armed with 
a gun and a rocket launcher 
strapped to his back. The aim is 
to rid the planet of marauding 
aliens, 

The spaceman must 
continually move to his right. 






encountering aliens, obstacles, 
land mines, hammers that erupt 
from the ground and "birth 
pods" which, when destroyed, 
spew the deadly spawn into the 
atmosphere. There are also 
extra rockets and bullets to be 
picked up. 

The way the rockets are 
launched off his back is really 
impressive and the resulting 
explosions are some of the best 
I've seen on the Spectrum. 

The spaceman has to duck, 
dodge, jump and blast his way 
through the aliens. 

The plot outline is fairly 



simple but the game itself is 
very addictive to play. The 
graphics are excellent. 

» GRAPHICS 

► SOUND 
+ VALUE 

► PLAYABILITV 



ihe C64 version. All that mov 
are his legs. 

Reasonably addictive and 
pretty playable. And miles 
better than.the 64 version c. 
E iduro Racer. Activisipn's 
coin-op offering. Cam mod 
owners should give it a wh 
but a tenner for a Specfun 
game? 

Don't think you'll gut rfip 
takers at fjiut price. 
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Watch out. there's an explosive trio of new releases about to burst 
Into the shops and they're by no means a set of damp squibs, 
in the right hands they're worlds of tremendous excitement, action and skin, 
in the wrong hands they'll turn Into mind blowing, nerve shattering 
packages of player destruction, you'll have to ludge for yourself If you've 
got the confidence and ability to take on such a challenge. 
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YOUR MICRO 
DESERVES THE BEST. . 

When your home or business micro costs several hundreds of 
pounds, it deserves the finest repair facilities in Europe (well, 
probably!). And the finest prices - £5 off trade rates for a limited 
period only. * How? At Verran we use our own range of advanced 
automatic test equipment (now sold worldwide), backed by 
stringent 2-8 hours soak-rack testing. That means speed, ultra-low 
prices and, most important, guaranteed reliability For the first 
three months we'll repair any fault free. For the next three, at half 
these quoted prices. ★ It's the finest service available. 

* Currently we handle over 3500 products on average every day 
Providing services for such leading companies as Amstrad pic, 
Commodore Business Machines. Sinclair Research, Rank Xerox, 
Dixons, Currys. Boots, W H Smiths, John Menzies and many more. 

* Join them and take up our special offer now. 





EUROPE'S LEADING 

COMPUTER REPAIR CENTRE 



AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!! 



* With over £500.000 worth of spares in stock, we 
can meet many ol your specialised requirements. 
We've listed a tew examples and for anything not 
displayed just call us and we'll quote immediately 
inclusive of first class post 



SPECTRUM SPARES 

Z80 CPU 
ULA6C001 
Power Supply 
ROM 

4) 16 RAMS 

7TX690 

ZTX213 



2 50 
700 
650 
700 
75 
40 
.40 



Keyboard Membrane 

Spectrum 
Spectrum Plus 
Metal Templates 

COMMODORE SPARES 

6510 Processor 
6525 CIA 
6581 Sid Chip 

901225 Graphic ROM 

901226 Basic ROM 

901227 Kernai ROM 
906114 House Keeper 
6569 - VIC 

4 164 RAMS -Memory 



300 
800 
300 



1200 
1200 
1500 
10.00 
10.00 
15.00 
10.00 
1800 
100 



Power Supplies 

C64 

C16 



1950 
1500 



All the above prices include VAT but please enclose 
a further £1.50 post and packing on all component 
orders. 

HOW TO CONTACT US 

ir For quotes on computers not listed or on 
any component telephone 0276 66266. 
(Quoting VID/087). 

*k To send us your micro for repair, mail it securely 
packed, accompanied by cheque, postal order 
(made out to Verran Micro Maintenance Limited) or 
quote your Access or Barclaycard number. And to 
obtain your special discount quote VID 087. 
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Verran Micro-Maintenance Limited, Unit 2H & 2J, Albany Park, Frimley 
Road. Camberley, Surrey GU15 2PL Telephone 0276 66266. 




MACHINE; SPECTRUM 

► SUPPLIER: NEXUS 

► PRICE: £8.95 

► REVIEWER: TIM 

Hey. there's something wrong 
here! This game isn't a coin-op 
conversion. It doesn't feature 
characters from a TV cartoon. It 
doesn't feature characters to do 
with a new film. Some mistake 
surely?! 
Tell you what though, it is a 



Biocomputer riddled with 
enough pests to keep Rentokill 
in business for at least a couple 
of light years. 

Play the game and you 
become a member of the Guild 
of Equalisers, formed to protect 
the asteroid based 
biocomputers from infestation. 

As with all systems, the 
biocomputer has predators, the 
Scrim, a mutated descendent of 
the fruit fly, Drosophilia. 

The Scrim live in the Tunnels, 
feeding on free energy and 
thriving on the warm and damp 
enviornment. As part of their 
work Guild must keep the 
tunnels clear of Scrim eqqs and 
webs. 

The Scrim has a three stage 
life-cycle in the tunnels. Eggs 
are laid by adult Scrim. They are 
very strong and usually 
impervious to the Guild's 
weapons. 

The eggs grow very quickly in 
the energy rich tunnels and 
continue to feed until they 
split and form the fully 
adult Jellvfly. 



Play option on the main menu 
and press fire. The screen will 
clear and a new set of options 
will appear, the game menu. 
You II see View. Map, E.T.U., 
info. Pad, and Misc. options at 
the top of the screen. 

Select the View option. The 
top of the screen, the 
viewscreen. will show you view 
of the tunnels. Now left, right, 
up and down will move you 
ship about through the tunnels 
and fire will fire the ships 
weapons. In addition the keys Q 
and W allow you to move up 
and down in the tunnel to avoid 
obstacles. 

Below the viewscreen are the 
ship s instruments. A small 
rectangular window, the 
scanner shows the tunnel 
section that you are in. the 
direction that you are facing, 
the time and 
whether 
your 



for your ships to anywhere in 
the tunnels. 

The E.T.U. menu shows the 
energy levels of the four Enerqy 
Transfer Units in the tunnel 
complex. 

The Info menu simply gives 
an overview of the biocomputer 
and provides a valuable 
identification chart for the 
differing life stages of the 
Scrim. 

There are several extra 
options available on the main 
menu. 



US* 




cracking mixture 
of action and 
strategy and features some of 
the most stunning 3D I've ever 
seen on the Spectrum. 

Peter Cooke can be relied 
upon to produce original and 
challenging games and he's 
done it again with Micronaut 
One — set inside a massive 



Jellyflyers 
fast moving and wil 
search for a section of 
tunnel to build an energy web 
and lay their eggs to begin one 
iifecycle all over again. 

The objective of the game is 
to nd the tunnels of any Scrim 
while maintaining the energy 

When all the Scrim have been 
eliminated in a tunnel complex 
the Guild will transfer you to a 
more unstable and heavily 
infested area. 

To begin life as a Guild 
member, move the arrow to the 



weapons are 
targetted. 
Below the scanner are three 
bars. The first shows the ship's 
speed, the second ths ship's 
energy level and the third is a 
message window for 

information about the 
Biocomputer. 

The next menu is Map. This 
shows a map of the tunnels 
which wraps round the screen 
and can be scrolled from left to 
right. 

Your position is marked by a 
X and you can also set a marker 
to any section simply by 
pointing at it and pressing fire. 

These markers are used by 
the ships Navigational Lockinq 
System (Nav.Lock on the map 
menu bars) to calculate a route 



Of course you can always 
work out your own routes to the 
ETU's if you reckon you know 
better than your on-board 
computer. 

The scrolling is amazingly 
fast for the Spectrum — vou can 
make things move VERY 
rapidly. And then there's the 
terrific sense of being enclosed 
by the tunnel walls. All very 
atmospheric. 

Micronaut is Pete Cooke's 
best yet. And the blurb contains 
the best excuse why there's no 
real sound effects in a Spectrum 
game I reckon I've ever read. 
What is it? Well Pete says that 
because the tunnels are kept in 
a semi-vacuum condition you 
wouldn't be able to hear much. 
Nice excuse — great game. 



► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITy 



5(FOR CHEEK! 



HOI 



STAYING ON THE ISLAND? 



wnim 





REAKTO 
A ONE-C 
MADNE 




■TE STADIUMS. 








► MACHINE: CM/128 

>■ SUPPLIER BUBBLE BUS 

► PRICE; £8 95 (TAPE) £12 95 

(DISC) 

► REVIEWER: CHRIS 

Verooom I Let me at it. This 
must the closest anyone has got 
to putting that ace arcade game 
Hang-On onto computer, Max 
Torque is a pretty 
straightforward bike racing 

Siame — but it's fast and lots of 
un. 

And you don't have to go 
through all that boring multi- 
load business that Super Cycle 
— the US Gold game — put you 
through. 

You race across varying types 
of track with different colourful 
backgrounds, always against 




the clock. There are six sections 
of track to complete — finish a 
section and you'll get a points 
bonus — as in Enduro Racer/ 
Hang-On. 

Fail and the game shows you 
the complete track with an 
indication of just how close you 
were to the finish line — again 
like the arcade machine. 

Other riders aren't very 
friendly. They try to bump you 
off the track. You can pull 
spectacular wheelies off the 
start line and on the track — but 
always remember to get your 
bike into the right gear 
otherwise youll end up 
struggling along and failing to 
finish 

Watch the top left hand side 
of the screen for arrows which 
indicates what sort of corner 
you're about the encounter — a 
sharp left or long right tor 
example. But don't take you're 
eyes of the track for too long or 
you might find yourself running 
out of road, or being hit by an 




> MACHINE CM 
SUPPLIERS: CRL 

► PRICE E9.95 

* REVIEWER: TIM 

Hey guys, I'm begining to suffer 
an advanced case of firebutton 
fmgerl This month it seems that 
that the shool-*em-up is striking 
back. But then, has it ever really 
been away Hades Nebula, Mag 
Max and now Plastmatron — 
all action packed blasters, all 
released this month, and all for 
'he 64 



I'm about to overdose on 
shattered alien spaceships. 
Normal service will be resumed 
as soon as possible. . . 

Meanwhile back at the game, 
you find yourself piloting a 
Plasmatron starfighter on a spy 
mission. Your task is to check 
out alien lifeforms on a 
deserted empire colony. 

They said it was going to be a 
piece of cake this mission. They 
said nothing violent would 
happen. They were telling big 



porkie piesl 

These aliens are hosltte 
"Hoslite"? Well that's what it 
says in the blurb — maybe 
we've had an onboard 
computer malfunction here 
captain — maybe they mean 
hostile. Either that or it's an 
alien word for something worse 
than hostile. 

Which could be closer to the 
truth than you think 'cos these 
aliens come at you thick and 
fast across an extremely 




attractive scramble-style 
background. Lots of different 
aliens and lots of different 
scrolling 3D style backgrounds. 

The good news is that your 
Plasmatron Is protected by a 
shield. The bad news is that it 
gets damaged by collisions with 
enemy craft and laser fire. 

Effectively you only get one 
life — which is a bit annoying 
really. You think you're doing 
well and then suddenly warning 
bleepers go off and your trusty 
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opponent. 

The bike is tricky to control. 
Small joystick movements are 
required here — if you are too 
heavy handed you'll end up 
taking a tumble. 

Line yourself up and lean into 
the corners with one jab on the 
stick, pull out and head down 
the straight with another. Any 
more and you'll be weaving 
over the road. 

Once on the bike animation is 
excellent. The rider's head 
moves in time with movement 
of the bike and little puffs of tyrt 
smoke come from the "tyres" 
and "Hang On" — all to spur 
you on to greater speeds. 

Programmer Martin Webb 
has put together an excellently 
presented and fun to play race 
g8me Great graphics, good 
sound, good game. 



► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 



Plasmatron disintegrates 
around you. 

Keep an eye on your shield 
level by checking out the 
"power meters'" situated at the 
bottom centre of the screen. 

Here you'll also see your 
damage-o-meter, distance to 
end of level plus laser 
temperature read-out. 

Learn the movements of the 
aliens, stay in the centre of the 
screen to allow yourself more 
room to move and if your shield 
gets too low find a safe place — 
try the top left hand side of the 
screen — to take a rest and 
allow your shield to rebuild 
itself. 

Beware of the aliens that take 
more than one hit to finish off. 
There's some nice intro music 

— ripped off from The Planets 

— but you have to make do with 
sound effects while you play. 

The worst thing about 
Plasmatron is the trritatingly 
long computer controlled take- 
off sequence at the start of each 
gam*. Nice the first couple of 
limes, but boring once you're 
: tching to get blasting. 

Plasmatron is a good looking, 
fairly addictive blaster. It won't 
knock you back on your heels 
when you first load it up — but 
if you're a zap addict you'll 
enjoy the challenge. Check it 
out. 

► GRAPHICS 9 

► SOUND 8 
»■ VALUE 7 

► PLAYABILITY 8 





+ MACHINES SPECTRUM/C64/ 
AMSTRAO 

► SUPPLIER: IMAGINE 

► PRICE : £7 95 (SPECTRUM) 
£8.95 IC64/AMSTRAD) 

► VERSION TESTED: C64 

► REVIEWER: TIM 

Fancy changing the destiny of a 
whole planet? Not an offer that 
comes your way every day, is 
it? But Mag Max gives you the 
chance to save a world from the 
evil Mechanoids. Haven't we 
just had an election to do much 
the same thing? Enough of this 
biting social satire — on with 
the review. 

Mag Max, if you remember, 
was advertised ages ago. but 
like many a game failed to 
appear on schedule. But now 
this conversion of the 
Nitchibutsu (Bless youl) coin-op 
is here and raring to take you on 
a zap-packed adventure. 

The game is set on a once 
civilised planet which has been 
destroyed by the awesomely 
nasty Mechanoids. They are the 
sort of people who like ripping 
the tops off flowers as they walk 
past your front garden. 

Which is what happened on 
the planet where the Mag Max 
project was being carried out. 
Mag Max, an advanced robot 
with more deadly gizmos than a 
food processor, was created by 
the Sci-Corps who, when 
threatened by the Mechanoids, 
buried bits of Max all around 



the planet. They left the main bit 
in a secret bunker. 

The Mechanoids went about 
spitting horrible laser death 
joyfully unaware of Mag Max 
sitting waiting to pounce. 

And this is where you come 
in. You control the mighty robot 
and direct his attack on the 
mean old Mechanoids. Guide 
him across the surface of the 
planet, and through 
underground passages, 
searching for his long-lost spare 
parts. 

You begin by flying the main 
bit of Max over the 3D 
perspective surface of the 

Slanet — full of animated 
azards, pillboxes and flying 
mechanoids. 

Your best bet is to grab the 
body section you see waiting by 
a crater and then dive 
underground to familiarise 
yourself with the controls and 
idea of the game. 

The underground sections 
are pretty straightforward, 
horizontally scrolling shoot- 
'em-up. But watch out for the 
homing missiles fired by Ihe 
various types of aliens you 
encounter. 

Collect more parts of Mag 
Max — you'll find them 
scattered around at pretty 
regular intervals — then find a 
hatch which leads back to the 
surface and have a crack at the 
more difficult surface defences 
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with your increased firepower. 

By no means a classic — but 
well presented, with good 
graphics, nice sound. It's also 
very challenging and very 
playable. 

► GRAPHICS 8 

► SOUND 8 

► VALUE 9 

► PLAYABILITY 9 
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MACHINE: B 

► SUPPLIER: BUG-BYTE 

► PRICE: 

► REVIEWER: NICKY 

If you like budget shoot-'em- 
ups, this is lor you. Otherwise 
forget it. There's not much to 
this game — a pretty baste 
screen Scenario, a lot of aliens 
to zap. and that'siaH^^ 

Basically, thadfl^lall these 
aliens coming to attack your 
base, Fou^fflferent types of 
them, to be exact. They drop a 
lot of bombs and are prone to 
vanish Unexpectedly. You 
scurry left and right at the 
bottom of the screen, firing 
your laser up at them. There are 
on , three keys to worry about 
— right, left and fire. 

Con-plications— and there 
aren't many — ImJude 
satellites, which suddenly 
appear and drop bflfaibs. And 
the alien mothershipNs prone to 
release smart bombsAvhich 
more or less paralyse you for 
several seconds-dp 

It's a pretty ayerage game. 
The main thing it has going for 
it is speed — it's very fast. But 
there are several irritations. 
First, it is one of those unwieldly 
programs which load in several 
sections, which means you 
can't go away and make some 
tea while it's going on. 

Second, and more serious, 
it's liable tocrash in such a way 
that you have to reload from 
scratch ifyou*vant to continue. 

Frankly, I have seen better. 




► MACHINES: BBC/B-*- /MASTER 

► SUPPLIER: ELECTRIC DREAMS 

► PRICE: £2.99 

► VERSION TESTED: BBC 

► REVIEWER: NICKY 

Feeling murderous? Like to go 
out there and blast away at 
everything in sight? You'll love 
Firetrack. 

Yes, it's another zipping 
through space/guns blazing/ 
tally-ho shoot-'em-up, with the 
usual feeble plot to justify the 
mayhem. It seems you're a 
22nd century space pilot caught 
up in the pirate wars, and your 
job is to destroy the colonies of 
the 'Pirate Industrials'. You've 
also got to find a mysterious 
White Light before the baddies 
do. 

In other words, you go out 
there and blast everything in 
sight. 

I gasped at the game 
instructions, which at first 
reading seemed very 
complicated. The playing tips 
were enough to frighten me off. 
But you actually get to grips 
with the action very quickly. 



You view your ship from above 
and the ground scrolls down 
the screen below you. The trick 
is to negotiate your way round 
the hectic airspace, with your 
finger firmly on the firing 
button. 

You can use keyboard or 
joystick, but whichever you 
choose your trigger finger will 
suffer. Fortunately you can give 
it a rest by using the auto fire 
facility. 

Firetrack may be nothing 
new, but it's an excellent 
variation on a tried and trusted 
theme. The game was created 
by Orlando, so it's no surprise 
that the graphics are smooth, 
fast and colourful. There are 
plenty of different scenarios to 
add interest. 

And watch out, it's addictive. 
Your nerves will be in tatters 
after a few games. If you like 
you action fast and furious, with 
a dash of variety, add Firetrack 
to your collection without more 
ado. 




► MACHINE: CBM 64 

► SUPPLIER: DATABYTE 

► PRICE: 

Chill out, man. It's those MAD 
spies again, turning the arctic 
go area for 
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► GRAPHICS 

► SOUND 

► VALUE 



8 
8 




As climbing-around-the-screen 
type games go, this is tolerable. 
Particularly if you don't like 
spending a lot of money. 

It's familiar stuff. You control 
Dave the Dungaroid in his 
attempt to escape from prison 
in which there seems to be just 
one prisoner (him) and a host of 
aliens. 

So off you go, clambering 
around 20 screens, jumping 
between platforms, using lifts 
and so on. The action is not very 
fast, it's more a question of 
planning your route and good 
timing, rather than lightning 
reflexes. The main innovation 
seems to be the fact that you 
can fall as far as you like 
without killing yourself. 

The graphics are a bit crude 
and blockish, but colourful and 
lively with busy screens. 
There's a jolly tune. too. and a 
hi-score table. 
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+ MACHINE: BBC 

► SUPPLIER BUBBLE BUS 

► PRICE: 




This is the BBC version of a 
game that scored a hit in other 
versions. And it's good stuff, a 
combination of ftepfon-like 
maze and fast arcade action. 

You control Blob, the 
Biologically Operated Being, 
whatever that means. His 
dauting task is to rebuild an 
unstable planet from within, to 
stop it exploding and 
destroying the universe. 

This is the thin excuse for a 
lively adventure in which you 
explore a vast maze (500 
screens, says the blurb), 
meeting a host of objects and 
aliens. You can move left and 
right, fire at nasties, pick things 
up. and lay bridging platforms. 
The only use I could find for this 
latter feature was to propel Blob 
upwards. You can define your 
own keys, and there is a joystick 
option. 

Features include anti-gravity 
lifts, pyramids, secret passages, 
teleports, lunar undergrowth 
and a lot of other things I either 
didn't encounter, or failed to 
recognise. This is one of those 
games which you have to play 
for a long time to find out 
what's going on, what you're 
supposed to be doing, and what 
all the weird and wonderful 
objects are. 

The graphics are pretty good, 




nifty with smooth animation. 
The maze design reminds me of 
Repton, with gravity. The sound 
is lively, too. 

Now if you'll excuse me, I 
have a planet to rebuild . . . 



► GRAPHICS 
»* SOUND 

► VALUE 

► PIAYABIUTY 



► SUPPLIER: ERE IN FORMA 

► MACHINE: AMS1RAD CPC 
RANGE 

► PRICE: £9.95/£14.95 

► VERSION TESTED; 
DISK 

► REVIEWER: DAVID 

Yet another isometric arcade 
adventure from the people who 
brought you Get Dexter, 
Doomsday Blues, and Bactron 
to name but three. But. like 
these others, DespotikOlesign 
has enough original^po set it 
apart from its stable-mates. 

The game finds you in an 
undergroundiairVrieep beneath 
the world, where an evil 
adventurer has pirated a 
n u m h «r of pro 9 r a m s w h i c h h e 
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► GRAPHICS 

► SOUND 

► VALUE 

► PLAY' 
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^EUROPEAN TOURS 3 LEVELS : UUUGER RATING : tl .000.000 PIAYERS PRINTER OPTION B RESERVES 
WWTW, RELEGATION HRiatNfAS BORBCAIW m:r-GAGE SAVE GAME INTEREST TAX STOXS0RS 
RJU RESULTS ^OASON TICKETS NEXT GAME GATE MONEY SEAS0S COUNTER TV CWRAS^OM 
VIOLENCE MASAGER APPROACHES TES1IMHWJ «EE* SPROElT IMTG COUNTER WAGES INTFPMTIOML 
COMMITMENTS SAM&TEAU EDITOR LEAGUE TITLES AW MUCH MORE 

2 PLAYER SUPER LEAGUE 

MAS- Of :-i i£CVf fEATL«t9UT?-EAMSCWP.Av \ 'HE !>-Y : M DftW L"v Sions saiCfMO:*. 
DEP3VS LD'fiER:: "RASS'ER A\0 CASH SETTLEMfN'S IWCRfASED '"ANSfER MARKETS MANAGER Ot 'ME 
MONTH AW) TOP SCORERS LEAGUE ONLY AVAILABLE ON SPECTRUM. 

INTERNATIONAL MANAGER 

QUALIFYING GROUPS : WORLD CUP EUROPEAN CUP : TOURS BOOK YOUR FIXTURES FRIE HOLIES HOW AND 
AWAY MATCH REPORTS : SUBSTITUTION NEXT FOtTURE PLAYERS MORALE FORM TALEN' CONSISTENCY • 



RECORDS FILE C0MPAT8LE WITH ALMOST ANY LEAGUE TABLE ESPECIALLY 
DESIGNED FOR FOOTBALL DIRECTOR AND 2 PLAYER SbPfR LEAGUE ENTER YOL' END SEAjON AND 
IT WORKS OU' BEST TEAMS TEAMS AVERAGES RECORDS TITLE WINS «0W MANY SEAS'} NS PI AYE C 
'. : -VA THIS IS NO" A 6»M£ i ONLY AVAILABLE ON SPECTRJM 



PLAYING TIPS. 

FOOTBALL DIRECTOR. 2 PLAYER SUPER LEAGUE OR INTERNATIONAL MANAGER Z.1 .UU 

EACH GAME £7.50 ANY TWO £14.00 
ANY THREE £20.00 ALL FOUR £25.00 

Enclose cheque/PO and large s.a.e with 20p stamp attached per cassette 

D & H GAMES 

19 MELNE ROAD, STEVENAGE, HERTS SG2 8LL 

MAKES THE OTHERS LOOK LIKE THE SUNDAY LEAGUE 
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JOURNEY THROUGH THE 



LEGENDARY I AND OF 




combat as 
.Only those 

come an 

Wfi of the Abyss. In 
fantasy classic the ultimate 
within. 

Ulti riMY . Available on disk for the 
CBM 64 and Atari. £19.95. 



Ptease send _ 
Name 



copy ies ot ULTI 



Which magazine have you cut this coupon (rom? 
Please debit my Access/Visa Card No 




Format 



Address 



Postcode 



Expiry Date. 



UJ 



Cheques payable to MICROPROSE SOFTWARE LIMITED, I enclose £1.00 postage & packing. 




rysre/vs /mc. ffl 




Each ULTIMA *equol is a complete adventure in itself. For more information write to MicroProse Software Limited. 2 Market Place. TETBURV. Glov GL8 80A. 








MACHINE: SPECTRUM/CBM 
64/AMSTRAD 

► SUPPLIER; HEWSON 

► PRICE: £7 95 (SPECTRUM), £8.95 
<CBM/AMSTRAD| 

■» VERSION TESTED SPECTRUM 

► REVIEWER: PAUL 

Zynaps is the work of Dominic 
Robinson, the wizard behind 
the Spectrum conversion of 
Uridium — the game nobody 
thought would make it to the 
Speccy. The job he did was 
nothing short of brilliant. 

And so to Zynaps. Well, it 
looks good, plays well bul it 
won't break new grounds for 
originality. 

what you've basically got is 
450 screens of sideways 
scrolling shoot-'em-up set in 
M deep space, packed with aliens, 
rockets, missiles and all the 



traditional ingredients. 
Ultimately, you've got to reach 
the alien stronghold. 

You fly a Mark One Scorpion 
Attack Fighter, equipped with 
the ability to find and pick up 
additional weapons and scoop 
up fuel from wrecked craft. 

The Scorpion's main drive 
units operate at four power 
levels ranging from low power 
for delicate control in tight 
spaces, to a maximum setting 
for high-speed combat in deep 
space. 
Weapons available are: 
Pulse lasers — good for 
heavy-duty alien blasting. 
These wing mounted lasers 
also have for power settings. 

Plasma bombs — Two 
independent bomb throwers 
provide awesome destructive 



power against ground-based 
targets. 

Homing missies— These 
self-propelled missiles carry 
scaled-down planet-busting 
warheads and. once locked 
onto target, will destroy almost 
any large alien craft. 

Seeker missiles — The 
ultimate in intelligence 
weaponry. Seeker missiles 
carry automatic target 
acquisition circuitry designed to 
lock onto any target they are 
able to destroy. 

The fuel scoop — provides 
the power to activate the 
Scorpion's main systems. 

I must admit I found it a little 
annoying on the first level to get 
a decent way into the game, 
then getting killed and then 
having to start again right back 
at the beginning. Frustrating. I 
understand, however, that this 
does not happen on all the 
levels. 

Apart from that I can find little 
wrong with Zynaps. It's a nifty 
little game. 



► GRAPHICS 

► SOUND 

► VALUE 
PLAVABILITY 



► MACHINE: C64/SPECTHUM 

► SUPPLIER NEXUS 

► VERSION TESTED: C64 
PRICE £9 95/£7.95 
REVIEWER: TIM 

Wham-boom-blaml If It's a 
shool-'em-up you're after, then 
look no further than Hades 
Nebula — the latest, and 
possibly greatest, from Nexus. 

Nothing new here, even a hint 
of Slap Fight here and there, but 
the game remains a tough 
challenge for zap addicts. 

The basic idea is simple. You 
pilot a vertically scrolling 
spaceship over planet 
landscapes, giant ships and 
through space — blasting as 
you go. The final encounter is 
with a giant alien mothership — 
but it will be weeks, even 
months before you get that far. 

Why? Because Hades is well 
hard. 

Don't whatever you do. don't 



get too trigger happy, otherwise 
you'll end up blasting your 
extra bits as they emerge from 
the zapped pods. 

If you destroy them it's a long 
wait till another chance comes 
along. Your craft will lose all its ' 
add-ons if YOU get zapped by a 
nasty. 

There's not much else to say 
about this — except that it 
features neat graphics and 
sound by none other than the 
WE Music team. The credits 
also say that Tony Crowlher 
had a hand in Hades as well. 

Spectrum and Commodore 
versions are different — not 
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only in graphic presentation. 
Paranoid Software, the people 
behind the game, have decided 
to write up to the capabilities of 
each machine instead of 
attempting to produce an 
identical copy on each machine. 

The Spectrum version 
doesn't suffer from colour clash 
problems, has fast smooth 
scrolling and could give the 



Spectrum Uridium a run for its 
money in the payability stakes. 

It's fast, it's furious and it's 
fun. Probably the most 
addictive shoot-'em-up of '87 so 
far. Get it. 

► GRAPHICS 8 

► SOUND 9 

► VALUE 9 

► PLAVABIUTY 8 




BY PAUL SMITH 
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Its the middle of the night, outside an electrical 
storm is raging and you're aJl alone in castle 
Frankenstein. Your task is to revive Frankie, the 
monster who wants you at the top of the tower while 
you hunt around for the vital organs that will make 
his life complete. You need to find a pair of lungs, a 
pair of kidneys, a liver, a heart and of course a brain 
if you want to make a man of him. 





CM 128 cass £9.99 
CM 128 disk £12.99 
AMSTRAD cass £8.99 
AMSTRAD disk £14.99 
SPECTRUM £8.99 
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kCHINES.CBM64 
I: FIREBIRD 
PRICE- £9.95 



Remember Revs, the race 
simulation game with more 
vroom than all the rest put 
together? It met with almost 
universal acclaim from critics 
and public alike. Well, now 
there is Revs 2. It more of the 
same but to mind slightly 
better. 

If I remember correctly I 
found Revs a little difficult to get 
into. Getting up speed and 
changing gear proved a 
poblem. 

This isn't a simulation you 



just load up and take it away. 
It's really like driving. You have 
control over starting the engine, 
throttle and brake, gears and 
clutch of your Formula Three 
mean machine. 

Like most race games you can 
select a practice mode before 
getting down to real race action. 

Tracks which can be selected 
are Brands Hatch, Silverstone, 
Snetterton, Oulton Park and the 
Nuremburg Ring. 

Excellent Fun. Man, machine 
and computer in harmony. 





GRAPHICS 


8 




SOUND 


8 


> 


VALUE 


8 


> 


PAYABILITY 


9 



Things have been a little quiet 
on the games from at Elite 
recently, no doubt gearing up 
for the Christmas bliu. 

But the Walsall boys have 
found time to put out three 
excellent compilation tapes for 
not an excessive amount of 
dosh. 

The Trio Hit Pak — Trio 
sounds a bit like a chocolate bar 
to me — is available across the 
three main formats with most of 
the games common to each. 
This is what you get: Spectrum 
and Amstrad — Great Gurianos, 
Airwolf Two and 3DC. 
Commodore 64 — Great 
Gurianos. Airwolf Two and 
Cataball. 

Great Gurianos is the old 
Taito coin op game and for me 
it's the best of the bunch. Hack 
and slash with nice big cartoon 
graphics. 

I'm much too young to 
remember Elite's original 
Airwolf game based on the 
adventures of TV helicopter 
pilot Stringfellow Hawke (what 
a dumb name}. 3DC is a 3D 
arcade adventure set 
underwater in which a diver 
must reconstruct a submarine 
while fighting off deep sea 
nasties. Cataball is a bit odd. 
You control four bounding 
balls, which move in a wave-like 
motion, against a series of 
backdrops in an effort to collect 
ballons. Strange but playable. 

Great Gurianos gets my top 
vote but when you add three 
other good playable games. 

Spectrum /Amstrad 

► GRAPHICS 7 8 

► SOUND 6 9 

► VALUE 9 9 
PLAYABILITY 9 9 



CHINES: A 

MODORE/SP 
PPLIER: GREMLIN 
PRICE: £9.99 

TESTED: 
M/AMSTRAD 
: JOHN 





Intergalactic kidnapping is 
suddenly big business, but 
there seems to be no rhyme or 
reason for it, except to populate 
the ominous Matrix prisons 
owned by the Cratons. 

The latest victims are 
harmless mechanical race 
called the Bioptons who, despite 
their request that they be left 
alone to rust in peace, are not 
about to scrap their buddies. 
Fiendish security systems make 
a rescue attempt impossible by 
anything other than a lone 
Biopton. 

Nimrod is chosen by the 
Biopton Govenment, given a 
space ship and told to land on 
each section of the Matrix 
planetary network, overcome 
the security devices and rescue 
hostages. There are a 
seemingly infinite number of 
matrix prisons on which to land 
and a limited amount of time — 
99 minutes — before the 
hostages are executed. 

You're first given the 
opportunity to select a matrix 
level by scanning a cursor 
across a star map on yor space 
ship's veiwer. Pressing fire 
when you are over one of these 
level takes you down to a 
landing sight to which you'll 
return with your hostages or if 
you want to get back to your 
ship for any other reason, such 
as your energy's running low. 

Nimrod is lightly armed when 
he enters a complex but he'll 
need to find other weaponry, 
such as the Lazatron. Megabolt 
and Megatron if he's to deal 
with the monsters and traps the 
Cratons have left for intruders. 
The guards are the most 
obvious of his worries and. if 
his firepower is low. it's best to 
be out of any situation which 
involves them. 

The ground is laden with 
energy distruptors, spikey 
mines, floor pad operated 
doors, black ice, rebound and 
energy loss squares. Rebound 
squares are particularly 
dangerous it arranged in a 
semi-square. Once you're in its 
arms it takes a lot of force to 
break free of the magnetic push 
and pull. As for the black ice, I'm 
not sure whether you fall 
through into the depths of the 
prison or into a black hole. 

Cratons are unusual captors; 
they've included elements in 
their prisons which'll help 
potential rescuers. You can leap 
up onto walls stepping on blue 
arrow squares and read your 
position off a map displayed 
when you step on a square 
marked 100 — or Loo, I'm again 
not sure. There are also crates, 
labelled like alphabet bricks, 
scattered around which you can 
push onto the floor pads for the 
pressure activated doors. 
A final word of warninq — 



C+VG 




which is more than Nimrodgot 
from his government. Be 
careful when you jump onto the 
wall tops of the prison. Each 
level is split into several large 
sections with black space in 
between. If you fall into the 
space it drains your energy and 
you lose the only life you've 
got. 

The Final Matrix is a 
combination of game concepts 
put to good use. It's Knightlore. 
Nexor, Terror of the Deep, and 
Star Raiders rolled into one and 
even Nimrod looks similar to 
the robot in Martianoids. The 
3D display is similar to 
Ultimate, but it's slightly off 
perspective and scrolls slowly 
both on the Sepctrum and 
Amstrad versions. 

It's still an action packed and 
frustrating game despite the 
technical criticism, although I 
still can't work out why the 
Bioptons were kidnapped in the 



first place. Gremlin never tell 
you but then, I expect they were 
too busy thinking about the 
features to worry about gaps in 
the story line. 



Grand Prix is a motor racing 
game thai lets you design your 
own race circuits, although you 
also have 18 pre-defined race 
tracks — including Brands 
Hatch and Monaco. 

It reminded me of Atari's Pole 
Position, since the layout of the 
screen as seen by the driver is 
very similar. But with Grand 
Prix you get a lot more extras. 

You've got the choice of 
playing against a mate or the 
computer. The computer, 
might say, has taken good care 
to give itself the advantage of 
faster car, which of course 
never crashes. So you've got to 
be good to keep up. 

One neat touch is the way 
each driver has his or her own 
separate view on the screen, 
which adds to the realism. 

Controlling the car is 
straightforward enough. You 
have keys for accelerate, brake, 
and right — although joystick 
would probably be a better bet. 

You can't take corners too 
fast, and watch out for the 
humpback bridges — if you're 
too fast you'll blow up. The 
'radar' at the bottom of the 
screen tells you where you are 
and warns you about bends and 
bridges. 

Sound, colour and graphics 
are all good, with smooth 
animation. All in all. Grand Prix 
is a good bet for all those 
armchair Nigel Mansells. 





You've read the reviews now 
here's a round-up of 
conversions, compilations and 
re-releases to hit the C+VG 
offices over the past few weeks. 
Dawnssley. Top 1 0. Amstrad. 
£1 .99. Gauntlet-clone. 
Dead or Alive. Alternative. 
Spectrum. £1 .99. Wild West shoot 
'em-'up. Comes with free game. 
Gwyn. Mastertronic. C 1 6/ Plus 4. 
£1 .99 Space rescue. 

Red Arrows. Alternative. CBM 64. 
£1 .99. Flight simulation. 
Thurst. Firebird. C 1 6/Plus 4. 
£1 .99. Excellent space action. 
Ocean Racer. Alternative. 
Spectrum. £1 .99. Yacht race 
game. 

Indoor Soccer. Amstrad. £1 .99. 
Football simulation. 
Wolfan. Spectrum. £1 .99. 3D 
arcade adventure. 
Destructo. Bulldog. Amstrad. 
£1 .99. Jet and ship shoot-'em-up. 
Bump Set Strike. Mastertronic. 
Amstrad. £1 .99. 3D volleyball. 
Power Down. Mastertronic. Atari. 
£1 .99. Space maze exploration. 
Championship Baseball. 
Gamestar. 

Stormbringer. Mastertronic. 
Spectrum 1 28/Plus 2. £2.99. 
Excellent conclusion to Magic 
Knight saga. 

Throne of Fire. Melbourne House. 
Amstrad. A Mike Singleton 
tactical adventure. 
Galletron. Amstrad/Spectrum. 
£1 .99. Space arcade adventure. 
Nemesis the Warlock. Martech. 



Amstrad. £8.95. Excellent hack 'n' 
slash C+VG Game of the Month 
on Spectrum and CBM 64. 
Shadow Skimmer. Amstrad. 
C+VG Hit on Spectrum. 
Mutants. Ocean. Spectrum. 
(£7.95) Amstrad (£8.95). 
Head Over Heels. Ocean. CBM 64. 
£8.95. C+VG Hit on Amstrad. 
Excellent 3D adventure. 
Ultima Ratio. Firebird. £1 .99. 
Amstrad. Space platform game. 
Killer Ring. Reaktor. Amstrad. 
£4.99. Excellent action. 
Snap Dragon. Bubble Bus. CBM 
64. £8.95. Kung Fu punch-up. 
SAS Strike Force. Mikro-Gen. 
Spectrum. Combat. 
Spaced Out. Firebird. Amstrad. 
£1 .99. Space action and strategy. 
Denarius. Firebird. CBM 64. 
£1.99. 

Aztec Challenge. Top Ten. Atari 
and CBM 64. £1.99. 
Rubicon. Bug-Byte. Spectrum. 
Maze exporation. 
Force One. Firebird. CBM 64. 
£ 1 .99. Space shoot-'em-up. 
Kick Boxing. Firebird. Spectrum. 
£1.99. 3D fighting action. 
Ballcrazy. Mastertronic. 
Amstrad/Spectrum. £1.99. 
Army Moves. Ocean. MSX. £8.95. 
C+VG Hit on Spectrum and CBM 
64. 

Terra Nova. Anco. C 1 6/Plus 4. 
Exploration shoot-'em-up. 
Escape from Paradise. Anco. CBM 
64. Platform antics. 
Spellseeker. Bug-Byte. CBM 64. 
3D arcade adventure. 





The Battle 

Continues!!! A}.\ 
Join with the forces of i 'jfKiT 

MASK , skilfully comnunded 
by th* t>riHtant strategist Matt |\ 
Trakker and combat the evil of the ^^JJ I \ v 
villainous VENOM In their qucsi for V ( ' 

domination of the world. No longer need \^\\" 
you stand by and passively observe the evil 
deeds of Mayhem and his co-consplrators. \ 
Here Is your chance to dig deep Into your tunning ' 
and put your -skills co the test against po^bfy. 





IE WAR 

compctltUH results 

Bow down before ihe might and skill of Netnlsls the Warlock 
and the skill of C • VG's legion of artist*. Here are the best of 
•h« bunch of our Mortech competition In Juno. 

Trie winners were: Aten Skinner, Sy nsford, Dorrt ord, 
Stephen Rushbrook, Tolsbury, Essex; Edward McLean, 
Sldomoor, Wore; Keith Berry. Fleetwood, Lanes; Ross Nichols 
Kings Lynn, Norfolk; Edward Seymour, Leigh, Worcester; 
Adam Kline, Sutton Coldfield; Leo Burrows, Ralnham, Esse*. 
Grwlg Koblela, Cumbernauld, Strathclyde; Tony Davles, 
Leabrooks, Derbyshire; Jason Allen, Oswald Twlstle, Lanes; 
Mark Shaw, lldnes, Cheshire; Dovld Lupton, Lewes, East 
Sussex; Peter McGloddery, Ballymena, Northern Ireland; 
Mork McKay, Middleton. Manchesler; Jasper Roberts, W. 
Croydon, Surrey; Gavin Cassie, Inverurie, Aberdeenshire; 
Darren Balnes, Yaxley, Peterborough; Richard A Knights. 
Norwich; Carl McKlrdy, Bridlington; Mike Marshall, 
Klllamarsh, Sheffield. 
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• Greig Koblela 



Adam Klln< 





• CarlMcKlrdy 
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Now from the hit T.V, series 


SPECIAL FEATURES INCLUDE 


A V A I L A 


REAKTOR brings you 


• Computerised Gobot book with illustrations and 


C64 cass 


- 9.99 


- MAy 


ultimate Gobots action! 


scrolling pages (cassette and disk!) 


C64 disk 


- 1299 


- MAy 


You play the part of Leader 1 - 


• Weird double gravity- you fall to the bottom or top. 


Amstrad cass 


- 8.99 


- MAY 


defending the planet Moebius 


• Classic computer music. 


Amstrad disk 


- 14.99 


- MAV 


from the evil Gog. 


• Absolute joystick heat! 


Spectrum cass 


- 899 


J 





m 
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o brand new C+ VG FnnUsy feature that's going to to: a regular 
mlhlng U> do with Fantasy. It could be a role plyaing games, or 



book, and a ntrw I)&1) style TV show. 



•ea Mil 
:ock fan 
Idn't fail !o add 
lustrated edition ol 
classic Elric at the Ei 
Time, to your collection. 

If you don't know anything 
about the leading sci-fi and 
fantasy writer then now is a 
good time to start. Quite 
sin inly Moorcock has 
written some of the best 
fantasy books around. Elric 
At The End Of Time 
transports Moorcock's 
brooding and reluctant hero 
through the six dimensions 
of chronology and space to 
the bizarre world at the End 
Of Time. Here, the 
inhabitants dwell in blood- 
sucking cities which draw in 
power from the rest of the 
Universe, enabling them to 
create illusions at will. Elric 
is soon made to feel 
welcome, but the vapors 
produced for him do not 
always have the happiest 
results . . . 

The story is illustrated 
superbly by brilliant artwork 
by Rodney Matthews whose 
atmospheric floating land- 
scapes with their awe- 
inspiring cadaverous 
inhabitants complement the 
text perfectly. This unique 



collaboration between an 
acknowledged master of 
science-fiction and an 
internationally renowned 
fantasy artisl has produced 
an extremely good looking 
book. 

You've probably seen 
Matthews' work on posters 
and record sleeves. He's 
done stuff for Thin Lizzy 
albums in the past. Elric at 
the End of Time is published 
by Paper Tiger Books at 
£12.95 hardback and a 
bargain £7.95 soft-back. You 
should be able to find it all 
good bookshops, otherwise 
write to Dragon's World Ltd, 
Paper Tiger Hooks, 19 
Hereford Square, London 
SW7 4TS. 



Forget The Price is Right and 
Bullseye— here's a game show 
tor the computer generation. And it 
doesn't involve a wrinkly old has- 
been or an audience from the local 
looney bin! Called Knightmare the 
show starts on ITV from September 
7th. The eight-part series, blends 
the computer game with TV 
special effects. Knightmare 
involves competitors in a quest 
with a set of perils and puzzles, 
backed by a professional cast of 
monsters, wizards, warriors and 
other " supernatural" apparitions. 
The action takes place in a multi- 
chambered electronic dungeon, 
ranging in appearance from 
conventional rooms to huge 
underground caverns. The effect is 
created by use of sophisticated 
colour separation overlay, already 
successfully employed for 
television drama but never before 
attempted in a non-rehearsabte 
game show. 

Game designer Tim Child chose 
the technique in preference to 
conventional set design or even 
the use of a real dungeon, both of 







which were "too restrictive" 

He explains: "A true role- 
playing adventure game should 
never play the same twice. A lot of 
adventure games are based on 
mapping and solving a dungeon or 
some other sort ot maze. 

"This just wasn't good enough 
for a TV series. Once a good team 
worked out the correct route, 
they'd have cracked most of the 
problem — and, worse still, so 
would the viewers. 

"Competitors won't escape from 
the Knlghtmare dungeon that 
easily. For a start it's irrational — 
It keeps shirting and changing. 
And the perils and puzzles change 
with it." 

Each quest is undertaken by a 
team of lour contestants. One is 
the Adventurer who goes into the 
dungeon effectively blindfolded by 
a Helmet of Justice. 

The other three stay behind in 
an ante-chamber to give advice 



and directions to the Adventurer. 

The aim is to progress as far as 
possible through the dungeon. If a 
team successfully completes a 
programme it returns to compete 
on a "higher level" next time. 

The host — or Dungeon Master 
— Is Treguare, played by actor 
Hugo Myatt. He also stays in the 
ante-chamber but can manifest 
himself in the dungeon as the 
game progresses. 




■ I'd meticulously followed 
the Instructions from 
London. I'd opened the 
parcel containing map, 
compass and emergency 
rations as I left the M40 and 
here I was. I had arrived. Or 
at least I thought I had. 

Here I stood in something 
resembling the set for Dark 
Crystal, wizened wizards, 
dragons breaking out of 
shells and trolls surrounded 
me. And they told me I was 
going to visit a pottery. 

Well I suppose it waj 
really, but then owi 
Graham Piggott Is, 
ordinary potter. It 
Graham after all wl 
created the amazin< 
wizard C I VG's 'Aavaatw 
of Mm Year" trophy. 

When he be 
pottery 

in Bladon 

Elates, „ 
is stap 
But it 
his imag 
overdriv 
turning outt 
extraordina 
figures . . .a i 
weirder and wePOe 
Recently he's bee . 
making models for a 
forthcoming feature fil 
along the lines of Dark 
Crystal and Labyrinth. 
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Forest Gionti 



ISRnrsoii. but nisses! 

You Still race 3 
■forest Ciants <10*>- 

llltll your staluart 
band choosr to <F>tqht 
«R>un' 



^IPS** 1 " *one RC Hit 




The Bard's Tales — one and two — are 
probably the best role playing computer 
games around. Loved by thousands of D&D 
addicts, the games were created by Brian 
Fargo We've been r^oft with the 
Dungeon Capl 

"When I am KHs did a 
iln'Kc T/iles »■ card. wHrivt 
(■reale 




Is it a dream? Is it a nightmare? Is 
it a horror story? It is until you can 
find the meddling Overlord who's 
turned your quiet reality as jolly 
Bounder into a fiendish world of 
deadly aliens and awesome 
sentinels. Armed to the teeth 
challenge the might of the floating 
fortress and conquer its defenders otherwise you may 
never return to a happy go lucky life as B. B. Bounder. 










All right you lot — what's happened to all the hints, 
tips and pokes. Could it be that it's that dreaded 
time of the year when exams are looming or could 
it be that you are still drooling over my poster. 
Then again it could be that you are just too darn 
lazy. Well, whatever the excuse, I am not happy! Do 
you think I enjoy getting loads of letters saying 
"you never print any hints, etc for MY computer 
What do you want me to do — make them up. 
So please, please inundate me with letters and I 
can pay you for info. Send them to me — Melissa 
Ravenflame, I.C. 



DRACU 



Martin Ouakley oi Norfolk read 
the plea from Matthew Wood 
of York for help with Dracula 
and sent in this method. 

Once you have boarded 
Dracula's coach the problem 
of getting past it without freez- 
ing is very hard, but with help 
from his friend Kristan Reed, 
Martin discovered this. Upon 
inputting the Lift seat he found 
that it was hinged and it swung 
upward, to reveal a small 
hatch set in the floor. Remove 
the cross that the old woman 
gave you and then type Insert 
Cross. There is a click and you 
return the cross to the safety 
of your shirt. Then you input 
Open Door and it swings up. 
When you examine, it will re- 
veal some very useful blank- 
ets. 

When you reach the castle 
go west then south before you 
look around. This will reveal 
an ancient stone staircase. Go 
up and then examine the 
frame which reveals a carved 
bat. Simply enter touch mouth 
and a bell jangles and the door 
opens. Dracula takes you in- 
side and you awake in your 
room. Examine table to reveal 
a small pewter tray — take the 
tray north and then pick up the 
cloth. Polishing tray enables 
you to shave and survive the 
day. 




Dracula will have dinner 
with you and you must then 
return to your room. Never go 
south into the labyrinth as you 
will become a rat's lunch. Just 
keep returning to your room 
until you dream about these 
three girls. This is a night- 
mare, although they will kill 
you if they can. Go south and 
take bottle and then take 
cross. Smash bottle over girl's 
head, this should leave you 
with a razor sharp glass shard. 
Wave cross and the women 
vanish. Next day go into the 
living room and cut cord. Then 
go to the entrance to the tun- 
nels. Go S, S and take lamp 
then go N, N, E to return to the 
entrance just go N and then E 
to to return to your room. 

When inside go N and open 
door. Enter the wardrobe and 
lift rail. Go back outside and 
move wardrobe to reveal a 
secret passage. Warning! Un- 
less you have the lamp you 
cannot enter a secret pas- 
sage. Warning! Unless you 
have the lamp you cannot 
enter the passage. Go D,D, D, 
until you emerge into a dusty 
room, go east to be on a 
windowless alcove. Wear the 
cross and then tie cord. Drop 
all objects apart from the cross 
and then wait. You will see 
Dracula climb down the wall 



— it is now safe. Go down to 
get into his room. Look around 
then open trapdoor before 
going down. Warning! Speed 
is of vital importance in this 
final section. You will now be 
in desecrated church where 
you will see fifty boxes of 



earth. Open box and then 
examine box to reveal the 
sleeping count! Drop cross in 
box to slow him down and 
then go south three times as 
quickly as possible. With luck 
you will escape the castle and 
get onto part three. 




Someone who has been very 
quite over the last couple of 
months is Kenneth Henry. But, 
he has decided to come out of 
early retirement to bring you 
help with Aliens. 

It will become apparent that 
moving manually from room to 
room blasting Alien warriors 
and bio-mechanical growth is 
not the beat way to start the 
game and get anywhere. First 
of all it is wasteful on the 
ammunition to clear every 
stretch of growth every time it 
appears as you only have 48 
shots (on the Amstrad it's 52) 
It is also wasteful on charac- 
ter's energy to have to rotate 
round to every door, and it is 
too easy to get lost. So to get 
to the Armoury at least, use 
the auto-direction system. 

Clearing Growth: You've 
just read that it is wasteful to 
clear large stretches of 
growth, but the problem is if 



you don't the growth will 
spread to the Queen's cham- 
ber — wall to wall. Kenneth 
recommends this short term 
solution — clear out half the 
patch of growth each time. It's 
also best when you uncover 
doors behind growth, to clear 
the growth two spaces either 
side to keep the door clear for 
a bit. And remenber, when 
auto-directing, characters 
cannot be stopped moving 
through doors by the growth. 
When you can't afford the 
ammunition to uncover door, 
auto-direct them through it. 

Playing Strategies — when 
playing the game this way — 
you pay almost exclusively us- 
ing the auto-direction process 
(AD) It involves a regular tour 
of the armoury, the control 
room and the generating 
room, then back to the 
armoury (it you want to get to 
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the Queen's chamber then fol- 
low the armoury-contro! room 
route, then on the final move 
for the control room, go 
straight ahead. East) using 
this route will make sure both 
rooms which provide light are 
properly defended while mak- 
ing sure you back at the 
Armoury whenn the ammo 
runs low. 

Killing Aliens — The Warrior 
— it usually walks around the 
room for about ten seconds. 
Until it rushes at you. You 
want to find and kill it before it 
rushes you with either one 
shot to the head or two to the 
body. To save on ammo use 
head shots. But, to make sure 
you never get acid in front of a 
door use a body shot so the 
Alien is nowhere near the door 
when you kill it. If a warrior 
rushes toward you without you 
shooting first, use body shots 
again to make sure it's dead. 
Don't get scared and fire 
several shots across the war- 
rior's body which will probably 
miss anyway. If you want to 
make sure a warrior is dead, 
use three shots. 

Facehuggers — These 
crawl along the ground for 
about five seconds before 
leaping out at you. It only 
takes one shot to kill. If you 
are lucky enough to see it 
crawling shoot it quickly. If it 
jumps at you, aim carefully 
and fire twice. 

When you came across a 
facehugger. blow it away and 
clear some growth in that 
room, then go forward one 
room and clear some of that 
growth. Remember to rotate 
all the way around the room as 
eggs do not give off a bleep. 

Queen's Chamber — try to 
get a least four people with 
good ammo rates. Good tac- 
tics if someone gets captured 




while stalking the Queen as 
you can easily switch to some- 
one else to kill her. There is 
always safety in numbers. 

Fighting in the Dark — all is 
not lost if you lose the lighting. 
A few things you should forget 
right away are getting any- 
where near the queen's cham- 
ber, getting acid in front of 
doors and firing wildly. You will 
also have to use the AD to get 
anywhere. And don't shoot 
door locks — as you can see 
the outline of the 6 dots, very 
helpful in the dark. More often 
than not you can spot the 
outline on an alien warrior 
against the white freatures of 
the wall. Try to notice other 
things, like the flashing at the 
edges of the camera window 
as an alien warrior dis- 
appears, or when the scrolling 
slows down as a warrior 
appears. Growth is a problem, 
as it is pitch black. You are 
allowed to fire a couple of 
'spotlight' shots before a war- 
rior rushes you and this also 
helps you spot facehuggers. 
Keep him in view until it leaps 

— then blast it. 

Finally if the old spot light 
trick does not work, find the 
nearest door and GET OUT. 
Then re-enter the room and try 
again. You might as well get 
to, and stay near the armoury 
as you cannot bring back the 
lighting once it fails. 

Auto-Direction Codes: 

1 . MTOB to Armoury — 3E, 
2N, 1E, 2N, 3E. 1N, 2E. 2S, 
1W, 3S. 

Armoury to Control Room 

— 3n. 1e1n3e 2s1e2s 7e2s 
1e 1s 4e 1n 1e 2n 3w ] 

Contol room to generating 
room — 9n 2n 1e 1n 1w 

Gemerating Room to 
Armoury— 1w3s 1e3s2w1s 
2w 1s 1w2s 1w2s 4w 2n 1w 
2n 3w 1s 1w3s 
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More for the MSX this month 
and this time it is from Richard 
Williams of South Yorkshire. 
First up is Oh NO! — keep 
moving. The sides prove to be 
very useful, but don't go 
through the side while ghosts 
have entered on the opposite 
side. This could lead to instant 
death. 

Hopper — cross the road 
carefully. Follow the traffic in 
the first lane and then quickly 



O 



dash across the second lane 
avoiding the fast cars. When 
on the logs be careful of step- 
ping on to disappearing tur- 
tles. Beware of Sid the Snake 
on level 3. 

Jack the Nipper — when 
you have your pea-shooter, 
shoot passers-by and walk of 
the screen before they attack 
you. This only allows a limited 
amount of naughtiness, so 
don't keep risking your rash 



SECOND FLOOR 



because you are not gaining 
any points. 

Vampire — make sure you 
collect all the keys, but don't 
get the hammer, stake or 
cross until you have opened 
all the doors and shutters. Be 
careful of falling rocks. 

Hyper Rally — when you go 
through stage 1 try not to just 
achieve the qualifying rank but 
get as close as possible to the 
next qualifying rank. You then 



have less cars to pass enabl- 
ing you to get closer to the 
next qualifying rank. 

For giving you all this info. 
Richard wants some help with 
the following. Finders Keepers 
— how do you pass the '[ 
with no boots' and 
Castle Spriteland? 

Knight Tyme — how do you 
take a photograph of yourself 
and stick it on your I.D. card. 




ARKANOID 

These tips for Arkanoid come 
from Daniel Osborne of N. 
Humberside. Play the doubles 
game when player two gets an 
extra life at 20,000 virtually 
everything he hits gives an 
extra life, until 87 are 
awarded. 

The V capsule can't be 
seen — unless, when you get 
a pink 'B' you can exit the 
screen. But, if the screen 
you're on is easy or you are 
nearly finished it, don't exit! 
Bounce around for a few 
seconds. Don't pick up any- 
more capsules until you get 
the 'P\ Also the exit will close 
whenever you pick up a cap- 
sule including a 'P\ 

Laser also seems a bit of a 
rarity in the 64. To get this do 
the following. Get a divide (D) 
capsule, the ball will split into 
three balls. Lose two balls and 
keep the other one bouncing. 




ARMY MOVES 

A plea for help arrived on my 
desk from Neil Whittley of 
Wolverhampton who is having 
a lot of problems with Army 
Moves on the Amstrad. So, if 
you have any pokes or hints to 
help him, drop a letter to me. 

Mr D Kong of Southampton is 
a recent convert to C+VG. 
Having seen other readers 
pleas for help, he decided to 
see if anyone can help him — 
before he gives his Spectrum 
a free flying lesson out of the 
window. His problem con- 
cerns Green Bert — he needs 
a poke for infinite lives. As you 
can see from his photo — he 
is in the process of giving his 
Spectrum that flying lesson. 




Here's Marten Mabey of 
Southampton and his faithful 
mutt. His quick tip is for Fist II 
on the Commodore. When 
near the water fountain, if you 
do a backward somersault fol- 
lowed by a foward somersault, 
you get infinite lives!! 

FIRETRACK 

Reuben Harris has some 
quickies for the BBC. 

Firetrack — holding shift- 
lock. fO, (9 and Copy, while 
pressing space to start, then 
escape, space will start you on 
the second last level with ab- 
out 60 lives — do you have 
enough fingers to hold those 
all down Reuben? 




Before attempting to complete 
Cholo, Martin Dudman and 
Stephen Robertson suggest 
that you read the manual and 
you are in complete control of 
Hacker. First you have to take 
Hacker back into the computer 
building and go to the compu- 
ter, (use the maps to help you 
find your way around). Once 
you have found the computer, 
logon by moving into it then 
select READ and read the file 
RADARPRG. This program 
gives you radar for spotting 
buildings and other robots. 
Disconnect yourself from the 
computer and get back out- 
side. 

Once outside go east to the 
Bridge (two). Once there, 
stop. Return to the menu and 
select RI2ZO the RAT. Bring 
him to the bridge and start to 
go across. Move across to the 
far left hand side of the bridge 
and keep going forward. 



When you are about quarter of 
the way across, four guards 
will appear and open fire on 
you. Do not stop! Keep going 
forward and move to alternate 
side of the bribge, dodging the 
guards and their shots until 
your damage gets dangerous- 
ly high. If youre lucky you will 
be able to get the RAT across 
the bridge in one go. If not, 
return to the menu and select 
Hacker. Move Hacker across 
the bridge as you did with Rat, 
but when the first shot hits 
you, return to the menu and 
select Rat. 

If Rat has crossed the 
bridge you can go straight to 
(four) to get Leadie. If not, you 
will have to wait for the Rat to 
repair itself before prosceed- 
ing across the bridge. Once 
Rat is across, select Hacker 
again. You will be able to 
move him further along the 
bridge until the guards appear. 
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continued from page 5 1 

When they appear go to the 
menu. Select Hacker again, 
and the guards will have been 
reset, allowing you to move a 
little bit more across the 
bridge. 

If Hacker gets badly dam- 
aged you will have to wait for 
him to repair himself before 
proceeding across the bridge, 
so while you are waiting, use 
Rat to go and get Leadie from 
the building at (four). 

When you have found him, 
paralyse him, move into him 
and enter his password 
(underneath the maps). Select 
Leadie from the menu and 
take him outside. By this time 
Hacker will have been re- 
paired enough to make a bit 
more of the journey across the 
bridge. 

Once you get Hacker 
across the bridge go South to 
(three) and find the computer 
in the Science Centre. When 
you find the computer move 
into it. as before — but, as 
soon as you access this com- 
puter it will display the mes- 
sage "ship control". This 
gives you control of Queen the 
Ship, anchored off the coast. 
Do not disconnect yet. Read 
the file hack 1 then disconnect 
and leave the building. Go to 
(four) and use the computer in 
there to read Hack 2. Discon- 
nect and go outside. Give the 
programs Hack 1 , Hack 2 and 
Radar to Leadie. 

When you have done all 
this, select Leadie once more 
and cross back over the 
bridge. Take him southwest 



(five) to the dockside. Then 
select Queen the Ship and sail 
her north to the dockside. You 
should be able to see another 
ship and a jetty. Sail slowly, 
close to the left hand side of 
the Jetty and dock the ship. 
When this is done correctly, 
you will get the message 
"docked"s — which means 
you can now board the ship 
using the teleport. Select 
Leadie and board the ship by 
using the teleport. Select 
Leadie and board the ship by 
moving him onto the teleport. 
Once on board select Queen 
the Ship, reverse her out of 
the dock and go southeast to 
the island. Sail round to the 
South Eastern corner to the 
dock. Dock and select Leadie 
to disembark. Go to (6) and 
enter the central computer 
building. Find Koke, paralyse 
him then give him the three 
programs. 

Select Koke from the menu 
and find the computer. Read 
the file Atmostxt and dis- 
connect from the computer. 
Leave the building go back to 
the ship and teleport on to it. 
Select Queen, reverse out and 
head back to (five). Dock, then 
disembark Koke and go North 
East to (seven). 

Take over Aviatia the Plane 
in the usual way and load 
Koke onto Aviatia by moving 
into it again, select Aviatia and 
take off. Fly to (eight). Fly 
through the gates and crash it 
into the pyramid shaped build- 
ing in the middle and you 
should get the message "The 
End . . or. Is It?" 



Head over Heels, that's what 
Matthew Clark of Bristol is for 
Ocean's game for the Com- 
modore and Amstrad. 

Head 's Adventures — in the 
first room where Head starts 
off, a vital method of climbing 
ladders has to be learned . . . 
jump onto the first rung. Leap 
out to the right and immediate- 
ly glide left onto the next rung. 
Continue this method until you 
reach the rabbit at the top. 
Jump onto the teleport in the 
top left corner. Jump again to 
operate it and you're away to 
the next area. 

Go through the lower door 
and fall down a floor. Take the 
lower exit again then go left. 
Jump from stone to stone until 
you reach the switch. The 
robot will be turned off and 
some blocks become solid. 
Get the pile of doughnuts and 
then exit. 

In this corridor, leap over — 
what Matthew refers to as 
electric toasters. They will kill 
you on touch. Go through the 
door. Go down again and you 
should come to a room with a 
deadly robot, a spring and a 
reincarnated fish. 

Avoiding the robot, go right. 
Here is the hooter needed to 
fire the doughnuts. Jump onto 
the double stage at the top. 
Leap right, to the second dou- 
ble platform. Keep you 'jump' 
button/key pressed. Press the 
'down' key (or joystick down) 
when you land. When you hit 
the middle stage, again keep 
'jump' pressed, but this time 
press right on landing. You 
should now have the hooter. 
Jump back to the previous 
stage, and then to the door. 
You could try the weapon on 
the robot. Get onto the spring 
and leap towards the fish. 
Your game position is now 
saved. 

Exit up, left, left (jump over 
craters). Then go left again. 
Leap over the barrier — it 
prevents you meeting Heels. 
Exit left. 

Jump onto the middle 
blocks and keep jumping left 
as the blocks disappear. Jump 



into the exit and go left again. 
Jump into the part of the wall 
second from the left. It will 
vanish. Avoid the 'heli-bee' 
and get the rabbit and dough- 
nuts. 

Exit right, then up. then up 
again. Go left, you may have 
to shoot some of the large 
robots to do so. Beware, the 
drum like objects — they kill 
on contact. 

The next room is quite 
large. Go to the left, not 
touching the crates or the 
spinning heli-bee. Go through 
the exit. 

Jump onto the stool and 
then onto the platform. Push 
the three objects off the end. 
The conveyor belt will push 
them forward and onto the 
ground in a pile. Get down 
yourself and manoeuvre the 
pile to about one square in 
front of the entrance — jump 
into, then onto the blocks and 
through the exit. 

Do not take the next right 
exit as it only leads back to the 
other screens. Instead take 
the upper exit. 

Jump right — to the long 
line of platforms (the floor is 
deadly). Stop at the fifth block 
and jump onto the platform in 
the middle of the screen. 
Jump to the next block and 
keep your 'jump' key down as 
the block dematerialises. 
Jump back in the middle 
block, after getting the fish, 
and then to the upper entr- 
ance. 

Go through it and down a 
floor. Exit right and wait for 
Heels. 

Heels Adventures — in his 
first screen, go to the bottom 
of it and jump onto the tele- 
port. Press 'jump' again to 
operate it. 

Push the spring up against 
the wall below the exit, jump 
onto it and then spring into the 
exit to leave. Jump onto the 
stool, go up a floor and jump 
onto the rollers. Jump into the 
exit when the rollers push you 
by it. Ignore the fish in the next 
room and just take the right 
exit. 




Hot off Paul's lips comes this tip for that superb game from 
System 3 — The Last Ninja. We've had a lot of phone calls 
asking how to finish the first level. You will need to find the 
potion which puts the dragon to sleep. Don't forget to check 
behind the rocks!! 
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AutoDuel is a fast-paced, strategy role 
playing adventure set in the year 2030. A 
time when the American highways are 
controlled by armed outlaws, and when 
danger lurks around every bend. 

Your aim is to earn fame and fortune. 
Compete in spectacular auto dogfights in 



Only the most cunning road warriors 
are enlisted by the FBI to drive out the 
ultimate evil force. Will you gain honour 
.md entry into the elite circle of 
AutoDuellists? 

AutoDuel. Pick up the gauntlet. Avail- 
able on disk for the Apple, Commodore 



true gladiator style - the prize money will 64, Atari. Atari ST and Amiga. Prices from 
buy you a powerful custom-built vehicle £19.95. 



THE JOINT VENTURE IN EUROPE 



equipped with lethal weapons, including Based on the award-winning Car Wars 

lasers, machine guns and flamethrowers. board game by Steve Jackson. 
Undertake lucrative courier runs for the 

American AutoDuel Association or be- THE JOINT VENTURE IN EUROPE 

come a vigilante of the open road. / / / / j— y/"T MAM 

Somewhere on your travels between 16 > // f/ f £ - f / f\ f fj / ft/ 

cities are the vital clues you will need to 7 /V . _ / 

complete the final mission. ///¥// / -> r -> / £/ ^ //VL • / 

MicroProsc Software Ltd 2 Market Place. Tetbury Gloucestershire GL88DA. Tel (0666) 54326 Tlx 434222 MPS UKG 
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SEVEN NEW MIND 
BLOWING SIMULATIONS FROM 



From the world's greatest 
creator of simulation 
software comes a Further 
collection oF outstanding 
challenges. Relive some of the 
momentous struggles that have 
changed the course oF man's 
history; escape to worlds oF 
Fantasy and mystery where 
lies the unknown or create 
your own encounters played 
out in time and place oF 
your own choosing. 
These are the challenges in 
which you take 
complete control. 




STRATEGIC SIMULATIONS INC 



* FUQHT SIMULATOR * 
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B-24 

From the war torn skies of World 
War II emerged one legendary 
offensive weapon - the B-24 
bomber. This superb simulation 
allows you to recreate the exploits 
of this great aeroplane on single 
mission runs or a 19 mission 
campaign to destroy oil refineries in 
Phetsi, Rumania. 
As pilot you control the mission 
fight on a bombing raid from your 
home base in Italy; as group leader 
you command 40 B- 24 s on bomb 
runs to 14 targets deciding on when 
and where to bomb depending upon 
wnther plan availability, group 
offiaency and target oil production 
towfc. A flight and combat 
simulation of unparalleled 
quality. 

CBM 64/128 £9.99 
£14.99 Disk 



B-24 

The most realistic Flight simulation 
you re ever likely to experience" 
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RT Smith is generally held to be the best 
British computer wargames programmer 
around. He's the man responsible for 
Arnhem, Desert Rats and now Vulcan. But 
who is the mysterious RT Smith? C+ VG's 
Man of War Steve Badsey yomped his way 
down to deepest darkest Surrey to 
confront this unknown warrior. Advance 
and be recognised, he ordered. The rest, 
as they say, is history. 





Wherever serious wargamers 
gather and discuss computers, 
the name of RT. Smith is 
mentioned with respect and 
admiration. 

The author of Arnhem, of 
Desert Rats, and now of his 
latest offering, Vulcan — 
covering the Tunisian campaign 
in the Second World War -is 
perhaps the only British 
computer wargame designer 
whose work can be compared 
with the best American and 
Australian games. 

The "common sense" 
command and control system 
which is the distinctive feature 
of his work enables the player to 
concentrate on a winning 
strategy, rather than fussing over 
game mechanisms, and his 
judgement in modelling 
historical probabilities is 

second to none. 

All of this made 
me rather 

apprehensive when 



I asked to meet R. T. Smith. He 
clearly knew too much about 
history, and about wargaming, to 
be just one of the 
mathematically brilliant writers 
in their teens who provide the 
bulk of computer games. 

So who was I going to meet? 
Was he perhaps an elderly civil 
servant with a lifelong interest 
in military history who had taken 
to computers late in life? Or did 
those initials hide a beautiful 
young lady with a rare interest 
in warfare? Perhaps I would 
simply be confronted with the 
sort of person who knew 
everything about everything, and 
in his spare time wrote games 
like Vulcan for fun. 

As it happened. I needn't have 
worried. Bob Smith turned out to 
be a polite, impeccably 
mannered 23-year-old living 
quietly in a Surrey village. 

Bob learned about computers 
first at school, with the old 
mainframe language Fortran 
using punched cards to input the 
data. He taught himself BASIC 
while still at school, and his 
parents bought him a Spectrum 
for Christmas. 

Meanwhile, he got interested 
in wargaming in the Ancient 
period, using the almost 
universal Wargames Research 
Group rules. 

Yes — in answer to my 
question — he read campaign 
histories before writing his 
wargame programs, but more 
important was that early 
knowledge of conventional 
figure wargaming. Having grown 
up with wargames and 

computers, he 
knows if his 

feels 



right" in recreating history. 

Bob's first game was written 
while he was still at school, and 
vanished more or less without 
trace. Called Confrontation, it 
was a twentieth century, 
battalion tactical level game 
which allowed the player to 
design his own scenario before 
playing. 

He wrote it for the Spectrum 
only and approached Lothlorien, 
who published it in their 
Warmaster set les. He wrote a 
conversion for the BBC while at 
Birmingham University reading 
physics, and decided to become 
a full-time programmer. 

So began an attempt to write 
a two-player expanded version 
of Confrontation which was 
intended to be an arcade-style 
game. But between the 
wargaming and reading A 
Bridge Too Far something 
happened, and the result was 
the solo game Arnhem, finished 
in 1384. Bob wasn't happy with 
Lothlorien by now. and so 
offered the game first to PSS, 
and then to CCS who accepted 
it. Arnhem proved a major 
popular success, reaching 
number 10 in the W.H. Smith best 
sellers, and remains one of my 
own favourite games. 

The five-scenario Arnhem 
was one of the best games of its 
year, and Bob was given an 
Amstrad to write a conversion 
for it. He agreed 
with me that he 
was missing out a 
large number of 
people, but the 
conversion to 64K 



for the Commodore and the Atari 
would involve a great deal of 
re-writing, and I get the feeling 
he doesn't like writing 
conversions much. His next 
game was Desert Rats, which 
took more than six months to 
write and appeared at Christmas 
1385 in Spectrum, 128K Spectrum 
and Amstrad versions. 

The appeal of Desert Rats is 
that the advice given to all 
armoured commanders — press 
on as rapidly as possible, a 
punch protects itself — really 
works, except for those 
infuriating moments when your 
master plan grinds to a halt on 
empty petrol tanks. 

Desert Rats, as Bob put it to 
me, got much better reviews 
than Arnhem but didn't actually 
sell as well. I thought that the 
only thing which stopped it 
being perfect was that lack of 
aircraft, and the ability of an 
opponent to see all the forces all 
the time. 

Vulcan, which has both air 
power and hidden movement, 
appeared before Christmas and 
is probably the outstanding 
British computer wargame of the 



His next work will probably 
be the lively arcade game that 
he always meant to write. Going 
back to the days of figure 
wargaming, when he 
commanded armies of Selucids 
and the Macedonians of 
Alexander the Great, there is 
also the idea in the back of his 
head of a game covering ancient 
warfare, which has been 
surprisingly neglected by 
computer game designers. 
Vulcan, I remembered as I left, is 
in ancient mythology the Smith 
**s of the Gods! 
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MACHINES: SPECTRUM/128K 



people have heard of the 
battle of Alamein. But not 
enough have heard of what 
came after Rommel had been 
driven from the western desert 
in Tunisia, where the Axis 



16 against a human opponent, 
but there is a simple save-to- 
tape mechanism and the actual 
game plays quite quickly. 

The heart of the game is the 
order system. This allows the 
player to input a broad objective 
order to the divisions under his 
command, receive some 
information as to their strength, 
and then allow them to carry out 
the order over a long period 
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VULCAN 



forces were still capable of 
holding in Africa. 

In a remarkable campaign 
between November 1942 and 
May 1943 British, American and 
French forces inflicted on the 
Axis its first major defeat in the 
west by destroying the 
Pamerarmee Afrika and opening 
the way for the invasion of 
southern Europe. What makes 
this campaign, operation Vulcan, 
exciting is the constant arrival 
of fresh forces on both sides, 
producing wild swings in the 
balance of strength, with the 
Germans trying to hold onto 
Tunis and the Allies to break 
through to the coast. 

R. T. Smith's game features 
four short scenarios (the 128K 
version includes a further 
scenario and some "what if?" 
variants) including the initial 
"race for Tunis" after the Allied 
landings in north Africa, in 
which the campaign could have 
been ended in a month; and, 
most interesting of all, the battle 
of Kasserine Pass, the first 
encounter of the war between 
the Americans and the Germans. 

If anything, his morale and 
fighting power ratings are over- 
generous to the Americans, but 
stopping the German drive is, on 
either the one-player or two- 
player option, difficult enough. 
The whole Tunisian campaign 
takes anything up to eight hours 
to play against the computer, or 



rather than needing to issue 
fresh orders every move. The 
subordinate formations move 
and fight with the division, and 
need only be accessed if the 
player wishes to give them 
specific orders. An additional 
refinement on previous R. T. 
Smith games is the use of hidden 
movement, plus the use of a very 
simple system of providing air 
power for reconnaissance and 
ground attack - the chief value 
of which is to demonstrate just 
how poor ait suport was for both 
sides in the campaign. 

Some program re-writing has 
also allowed for an extremely 
large campaign map of Tunisia 
to be included in the display, 
with perhaps a sixth of the full 
map visible on the screen at any 
one time. Manoeuvring a single 
tank regiment around so much 
empty space, unable to locate 
the enemy, can easily make the 
most aggressive table-top player 
very cautious indeed. 

This is the best of the three 
wargame programs written by R. 
T. Smith, and probably the last 
for a while. Although the 
computer is — unlike that of 
Desert Hats — a worthy 
opponent, I find it works better 
as a two-player game, and 
should satisfy even the most 
critical of wargamers. 

7 



► MACHINES: SPECTRUM/ 
AMSTRAO/CBM 64 

► SUPPLIER: PSS 

► PRICE: £9.95 (CASS) 

► VERSION TESTED: SPECTRUM 

PSS has now produced a 
Spectrum version of its 
Wargamers Series Battle of 
Britain game. It should be said at 
once that it isn't very good, and 
certainly not the best Battle of 
Britain game on the market. 
Many of the Wargamers Series 
work on the same basic program 
routine — the "enemy" forces 
approach from one corner of the 
map moving towards the other, 
the player (there is no two- 
player option) responds by 
cycling through options and 
moving forces rapidly with e 
joystick, and at the moment of 
contact the game goes into an 
arcade sequence. It works for 
some types of battle — it works 
very well for Bismarck — but it 
doesn't work at all for air 
combat over south-east England 
in 1940. The German forces 
attack anywhere from the Wash 



in attacking enemy formations. 

This game is one more proof, 
I'm afraid, that you can't take a 
good computer program (and it 
is good, make no mistake) and 
turn it into every battle there 
ever was. 



► GRAPHICS 

► PLAYABILITY 

► REALISM 

► VALUE 



BATTLEFIELD 
GERMANY 

► MACHINE: SPECTRUM/128K 
SPECTRUM/ AMSTRAD/CBM 64/ 
128 

► SUPPLIER: PSS 

► PRICE: £12.95 (CASS), £17.95 
(DISK) 

► VERSION TESTED SPECTRUM 

This is one more from the PSS 
Wargamers Series, which now 
includes a very wide range of 
games, some good, some not so 
good. 

There are already enough 
World War Three games on the 
market, all set two years in the 
future and some showing their 
age as the future becomes the 
past. 

Battlefield Germany, covering 
a familiar scenario of a Warsaw 




► GRAPHICS 

► PLAYABILITY 

► REALISM 

► VALUE 
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• BATTLE OF BRITAIN 

to Lands End, but the Fighter 
Command which opposes them 
has, unaccountably, lost 10 Group 
and so has no fighters stationed 
west of Portsmouth. 

Interceptions are far too easy 
to make, and so in order to make 
the game harder two very 
unrealistic features have been 
introduced. The first is that after 
one interception a squadron is 
considered "out of ammunition" 
and must land to replenish, the 
second is that airbases and 
sector stations are arbitarily put 
out of action by being 
"fogbound" at all hours of the 
day, although this fog can clear 
again in an hour. 

The arcade sequence gives 
the view from a Spitfire cockpit 



Pact assault across the Inner 
German Border in 1989, would 
have to have been really 
spectacular to have made an 
impression. 

In fact, I find the game 
completely unplayable. That 
isn't an exaggeration, I can't find 
a way of playing it. On either one 
or two player option you are 
presented with a main screen 
showing the immediate battle 
area, with top right a smaller 
screen showing the whole of 
Germany and the overall 
strategic picture. 

Unfortunately this screen is so 
small that there is no way of 
matching it to the battle screen 
and working out what is 
happening. 



u ■ 



I! was also very confusing 
having half a dozen units all 
called nothing but "Sixth Shock 
Army", and having the Western 
Strategic Direction treated as a 
fighting unit, not a headquarters. 

So I abandoned the Warsaw 
Pact forces and opted instead 
for NATO against the computer. 
After all, the game was only six 
moves long so it shouldn't be a 
problem. I selected the options 
and waited. The computer began 
to move Warsaw Pact forces 
across the battle screen, at 
times bleeping to itself 
excitedly. 

Occasionally it would ask me 
which unit I wanted to defend 
with and then ignore my 
instructions by attacking 
another. It kept on. switching 
from one map to another, playing 
the game by itself and 
occasionally tolerating my 
interference. For 37 minutes. It 
then asked me if I wanted to 
make my first move. By that time, 
no thank you. I did not. 



► GRAPHICS 

► PLAYABILITY 

► REALISM 

► VALUE 



► MACHINE: SPECTRUM 

► SUPPLIER: CCS 

► PRICE: £9.95 

Zulu War, for the Spectrum only, 
is a single-player tactical level 
game against the computer. 

This is itself a pity. The real 
Zulu War of 1879, like all the 
19-century colonial wars, was a 
struggle between a small 
regular force with little local 
knowledge and manoeuvrability, 
but devastating firepower, that 
could virtually guarantee a win 
a major set-piece battle, and a 
large number of highly mobile 
native forces, with less 
firepower but far greater hand- 
to-hand fighting ability, that 
could inflict a major defeat on 
any unprepared or divided force. 

A far more interesting game 
could be made of the Zulu War 
by a two-player strategic 
program, with plenty of scope 
for hidden movement. 

This game offers two 
scenarios — the final battle of 
Ulundi, in which the power of 
the Zulu was broken, and a 
hypothetical battle against the 
British second column, which 
was never seriously attacked, 
taking place atUmlalazi. 

That the game needs a 
fictitious battle shows just how 
difficult the writers found 
selecting a battle in which the 
Zulu have a chance. 



In the real battles the British 
stood shoulder-to-shoulder 
behind temporary defences of 
carts and mealie-bags. With 
their new longer-range breech- 
loading Martini-Henry rifles they 
were able to devastate the Zulu 
rushes before they ever closed 
to contact. Only at Isandhlwana. 
where the British were 
surprised with half their forces 
elsewhere, deployed with too 
wide a gap between units, and 
failed to keep up the ammunition 
supply, did the Zulu break 
through to contact 

At Ulundi, with many Zulu 
already dead from the earlier 
battles, the British deliberately 
chose not to fight from behind 
defences, but formed a hollow 
square of infantry with cavalry 
inside it, and blasted any Zulu 
coming near before unleashing 
the cavalry for a final charge. 

I tried these tactics in the 
game's Ulundi scenario and was 
massacred. The game allows the 
British rifles such a limited 



game to play for the Zulu War, 
and even as a representation of 
Zulu War tactics it isn't good. 

But the game mechanism is a 
wonderful one for showing a 
disciplined army, used to 
fighting in formation, against an 
irregular force of higher 
mobility. 

CCS have here the basis of a 
really excellent series of games 
set in the ancient period, with 



pinned in their harbours in 
Germany were, throughout the 
Second World War, of immense 
concern to the British Admiralty. 

If any one of them could have 
broken through the British air 
and sea defences between the 
Channel and Greenland it could, 
being resupplied by submarine, 
have briefly devastated the 
shipping routes across the 
Atlantic on which British 
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• ZULU WAR 

range that they got only one 
volley before the far faster Zulu 
are upon them, and in hand-to- 
hand they stand little chance. 

The game shows the British 
forces as square blocks, at first 
five figures by five, then 
shrinking to four by four and so 
down. This works very well, 
producing gaps in formations 
and forcing the British to close 
towards the centre each time. 
But the only way to even survive 
the Zulu rush is take up cover 
behind walls in a nearby 
abandoned village. The Zulu 
advance apparently at random, 
but in such a way that they 
maintain a broad general 
direction towards the enemy. 

So, this is probably the wrong 



say Romans against Ancient 
Britons or Alexander the Great 
against the Persians. The ability 
of the irregular force to create 
gaps in the regular lines and 
infiltrate through them is offset 
by the higher regular firepower 
and stability with heavy losses. 

► GRAPHICS 6 

► PLAYABILITY 8 

► REALISM 6 

► VALUE 6 
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MACHINE: SPECTRUM 
(AMSTRAD/CBM 64 DUE 
SHORTLY) 

► SUPPLIER: PSS 

► PRICE: £9.95 (CASS). £14.95 

The handful of German 
battleships and battle-cruisers 



survival depended. 

So close was the British 
watch on the exits into the 
Atlantic that this was never very 
likely, but the closest the 
Germans came was the attempt 
of the Bismarck, with the battle- 
cruiser Prinz Eugen. in May 1941 

The PSS game offers the 
player either side against the 
computer, and a choice of 
difficult levels. 

Its main screen is the 
strategic map from Sweden to 
Greenland and from northern 
France to the Atlantic ocean, 
showing the air cover and 
patrols provided by both sides. 
The main skill for either side is 
guessing when and how the 
Bismarck will attempt to break 
out. 

The Bismarck's best chance 
is at night in bad weather. 

On encountering an enemy 
ship the player can opt for the 
combat screen. This is an 
improvement on the usual 
arcade screen offered by the 
PSS Wargamers Series. 

The main skill in the battle 
screen is manoeuvring the ship 
and estimating the range to the 
enemy target. 

This is a historically good 
applicaton of the "hunt the 
enemy*' program which features 
in a number of PSS Wargamers 
Series games. My one criticism 
is that, although a joystick 
option is offered, it is so 
sluggish as to be virtually 
unusable, and often causes the 
program to crash. This makes 



flying a torpedo bomber on 
keyboard controls alone rather 
harder than it should be. 



► GRAPHICS 7 

► PLAYABILITY 8 

► REALISM 7 

► VALUE ft 



YANKEE 



► MACHINE; SPECTRUM 

► SUPPLIER: CCS 

► PRICE: £9.95 



Yankee is a grand tactical game 
for one player set in the 
American Civil War and ottering 
two options— the player may 
either take the Union side at 
Gettysburg or the Confederates' 
atChickamauga. 

This is the fourth game 
produced on essentially the 
same system by Ken Wright 
who has previously used it for 
his Waterloo. Austerlitz and 
Napoleon at War. Overall, 
Yankee is the best of these four 
games. Sadly, it is still not very 
good. 

The thinking behind the 
games-playing program is in 
itself a sensible one. The author 
argues that an Army commander 
should have little direct control 
over formations below him in 
19th-century warfare. 

Instead he issues generalised 
directions to his Corps 
commanders. The computer 
makes these commanders 
"intelligent" so that they will 
query their orders, offer 
suggestions which from a better 
viewpoint they consider more 
likely to succeed, and can even 
be given full control of their 
forces when in the presence of 
the enemy, to act as they think 
fit. 

All this sounds marvellous. 
Unfortunately, the program is in 
no respect powerful or 
sophisticated enough to make 
this system work. In a single 
testing game I saw the following 
all happen: a Corps ordered to 
attack an enemy of its own 
strength send forward a single 
division (a third of its strength) 
to be massacred while the rest 
just shuffled around; a Corps 
commander ordered to hold 



requesting permission to retreat, 
and when this was granted 
attacked with half his force 
while the rest moved sideways; 
a Corps ordered to attack query 
its orders and say that instead it 
wanted to attack (?!);anda 
Corps ordered to advance north- 
east promptly set off south-west. 

The combat mechanism also 
remains very crude — units 
simply hack chunks off each 
other in units of 500 men, with no 
attempt to advance, retreat or 
respond to what is happening to 
them. 

The very large random factors 
which made the earlier games 
so confused have been reduced, 
making it at least possible to 
judge an attack properly. But the 
combat mechanism still favours 
the attack very much over the 
defence, particularly as, if 
attacked, the computer opponent 
tends to draw into a defensive 
huddle which is easily 
outflanked or by-passed. 

All this makes Gettysburgh, 
particularly at the hardest of the 
three levels of difficulty offered, 
virtually unwinnable, and 
Chickamauga virtually 
unlosable. 

GRAPHICS 5 
PLAYABILITY 4 



MACHINE: CBMS4/CBM 128/ 
ATARI/APPLE 

► SUPPLIER: STRATEGIC 
SIMULATIONS INC 

► PRICE £29.99 (DISK) 

► VERSION TESTED: CBM 64 

From the Americans of SSI 
comes the most famous battle of 
the American Civil War, the 
complex and bloody three-day 
encounter in which the 
Confederacy lost its best chance 
to win the war quickly and 
impose peace on the Union. 

The game provides a scrolling 
map of the battlefield, with 
player options to take either side 
against the computer or anoth 
opponent, three levels of 
difficulty (of which the 



"advanced" level is very difficult 
indeed) hidden movement, a 
time-limit on issuing orders, 
changes in the balance of 
forces, the rate of arrival of 
forces for either side, the 
ammunition available to either 
side, and options to play any of 
the three days or the whole 
battle. 

Such variety gives a 
handicapping system so that, at 
its most simple, this game could 
be played by just about anyone, 
and at its most difficult it 
presents a real challenge to the 
expert. 

Both command-and-control 
and responses to combat have 
been very well thought out in 
this game. The presence of a 
good leader (or a bad one) could 
affect a unit's behaviour and 
fighting power very much 
indeed, and the advanced game 
encourages the player to move 
commanders of higher 
formations around, adding their 
leadership to whichever 
regiment needs it most. 

The authors understand that 
fear and fatigue are more or less 
interchangeable, and prolonged 
exposure to fire quickly runs up 
"fatigue points" which will 
cause a unit to break. 

My main criticism of the game 
is that it takes so long and plays 
so slowly — at least as slowly 
as a board game. 

The program acknowledges 
this by flashing up cheerful 
messages to "wait a moment" 
and "the screen will be blank for 
a few minutes". 

With the two player option 
you play more or less in real 
time, with an hour of game time 
providing an hour of battle. 
Saving to a disk is therefore 
almost essential unless you 
have a lot of time and patience. 

These are, however, only 



small criticisms of a good, if 
very slow moving, game. 



► GRAPHICS 

► PLAYABILITY 

► REALISM 

► VALUE 
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► MACHINE: CBM 64/ ATARI/ 
APPLE 

► VERSION TESTED: CBM 64 

The earlier SSI game Combat 
Leader gave the player 
command of a company of 
infantry with tank support in a 
fast-moving real time game. 

Battalion Commander is the 
next level up. 

The game is real-time, which 
means that the player must look 
everywhere at once and respond 
to a series of messages all 
asking for help. 

There are four basic 
scenarios — the "meeting 
engagement" of equal forces, 
and the "defence" game, in 
which your battalion will be 
attacked by about double its 
number of enemy, are 
straightforward. 

But in the "attack" and 
"pursuit" options the player 
commands one battalion on the 
western side of the map while 
the computer runs a second 
battalion moving in parallel with 
him. 

The duties of a battalion 
commander in combat are not, in 
modern war, very different from 
those of a company commander. 

To this extent Battalion 
Commander is rather more 
limited than Combat Leader and 
less good in terms of payability. 

► GRAPHICS 8 

► PLAYABILITY 7 

> REALISM 8 

> VALUE 8 
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REDHAWK 


CI 99 


MONEY MANAGER 


[1 99 


Hf 5CUf ON FR AC TALUS 




RIVER RAO 


£1.99 


RED ARROWS 


£1.99 


MURDER BY IHE DOZEN 


£1 99 


GHOSIBXISTERS 


ii y. 


THE TRACER SAKCTION 


CI .99 


SPACE SHUTTLE 


El. 99 


DECAThALDN 


fi W 


BALLBIAZEP 


£1 99 


CRITICAI MASS'COMBAT IYN< 


CI 99 


ZORK 1 


_n_99 


men 


B B 


ZORKIII 


£199 






ii A H(_> Al N b 

FROM 1st PUBLISHING 



B BOOKS FOR JUST £9 91 I C7Mp«» 
NonUI RRPngrDODO 

VOURW CASSETTE BOO*. GRAPHICS BOO* FOR THE 
COMMOOOITC H PEEKS S POKES CW, TRICKS S TIPS 
FOR YOUR COMMODORE M. ADVANCED MACHINE 
LANGUAGE BOOK FOR THE CM «EA BOOK C« MACHINE 

L*'.&UfciE BOOK Fr-iO THE CM 



M PUBLISH^ PROGRAMS OH DISC - 
ALL JUST CIO 95 EACH 

FIRST rtORDlWOFOPROC ) 
ElRSTBASE (DATABASE i 
HSKC4 

PASCAL I LANGUAGE! 
.^A-aAiM'.:, -: 



SPINAKER 

EDUCATIONAL SOFTWARE 



COUUOOOW£I95 

tLI AGEA\'.^-''GE ! \ «SCl' FiA 

SPELLER NUMBER TUMBLERS. FRACTION FEVER. MAKE 
A FACE. STOW MANDtINC ALPHA BUILD. DANCE 
FACTORY. LOGIC LEVELS. ALPHABET ZOO. 

SPECTRUM 1.95 

KIOSON KEYS. FRACTION FEVER ALPHABET ZOO AGE AS 

VOYAGE UOAND AIM)3fV UUMHFhUMBIFRS 10GIC 

LEVELS DANCE FACTORY. RANCH, MA*E A FACE KINDER 



UTILITIES & [ 


EASY FILE DISK 


C'95 


PHONE MAR* 8500 QUICK DATA DRIVE TES* 


£9 9> 


PR ^RAMMERS UTI1ITIES 

BREOENS BASIC DISKS CASS 


C3« 


06* MUSICMAKEH KEYBOARDS 


[1 9: 

£SCO 


LOGO 


E'j '".0 


FUTURE FINANCE 


C4.9S 


SIMONS BASIC EXTENSION DISK OR CASS. 


£495 


SCRABBLE. CLUE DO. MONOPOLY. CASS ALL 


J FOR C7 95 


NEOS MOUSE CASS 


£20 00 




£23.00 




SPECTRUM SOFTWARE 
C1.00 EACH 



BOXING, CHUCKIE EGG I. GALAXION, POLE POSITION. 
S-AINLESS STEEl . mCUECT EUTURE, SUPERCHESS 3.S, 
S-ARSTRIKP N. THINK". POTTY PIKE Or*. PANZA3R0ME. 
GEOEf CAPES STRONGMAN Off THE HOOK 
COMPILATION. THE PLANETS. OUAZAIRON MOON 
CRESTA. CYBCRUN FALKLANDS 8Z. COP-OuT EQUINOX. 
S.R LASCEIO- REALM OF IMPOSSIBILITY. OEEPS'RIKE. 
EATrtORM "HASATOS CONTACT SAM CRUISE . 
CHOE-BLST!^S M I N ^ WOO . GAllBI AZFfl 
EUPERSlL^*H SHERLOCK. Mil R G GAMES DESIGNER. 



^2.99 EACH 



IRAiLBLAZER. FOOTBALL MANAGER WAR PROM*. 
TARZAN HiGHLANOER. MAS'ERS OF UNIVERSE. ROBIN 
Cf SHERWOOD. VIRGIN ATLANTIC CHALLENGER . 
DRAGONS LAIR. SUPERBOWL. W O W. GAMES 
COMPIIATION. SOLO A Mill ION. HEAVY QN IHE MAJKX 
FUTURE KNKiHT .AVENGER CRASH SMASHES 0 
COMPILATION. HOT SHOTS COMPILATION. TERRA 
CRESTA. ARCADE HALL FAME COMPILATION NEVER 
IS::Vi!;-QR- EWCflOWK MINI OFFICE uTC'ION *" 
LORD OE THE R.SGS. PAC-MAS THE KET TRILOGY COSTA 
CAPERS GERRY THE GERM RLNES'CNE RASP-'iN 



CHESS. BIORYTHMS. 0 I EVE1. CHEMISTRY. TALOS. 
THUNDERBIROS. SPACE RAIDER I CART t BIZZICCM 

E.VALL 'WAMB CHIMERA KUMPlEl VA1I1A.IA TEACH 

BASIC ON ZX. THE CONENANT MUGS* HELL FIRE. 
OtOEN CHASE. TWISTER. 



£1.99 EACH 



SIR FRED BRIAN JACKS SUPERSTARS. BATTLE OF THE 
PLANE'S NOMAD M'NTR DNiX SOUNDER V.M f'-.X' 
SAFEBREAKER WILLIAM WOBBLER. RIDD;ERS DEN 
METABOIIS. ZORRO. RIVER RAID. REVOLUTION. RED 
ARROWS. CRYSTAL CASTlES. ENDURO. WHO DARES 
WINSII.WilTER SPORTS ADRIAN MOLE. 
SPI0ERMAN.HU1K PITFALL II INTERNATIONAL KARATE 
AOVENTURELANCvSECRfT MISSION VALKYRIE 17. 
RESCUE ON ERACTALUS 'RDSTBYTE 3 ftEEKS IN 
PARADISE, I OF THE MASK. ROBIN OF SHERLOCK. NIGHT 
GUNNER ZCDS. COMBAT LYNX. GYROSCOPE. THE 
ElOOON. FIGHTING WARRIOR. SKOOLDAZE BCSOLEST 
FDR TIRES. SURE CHAMP VABBA DABBA 000 ME RLOC 
THE MEM. JET SET WILL* H. SKYEOX. FRANK BRUNO S 



C3.50 EACH 



SCO" - ADAMS MAS'ERS OE >E UNIVERSE AOVf N~URI 
KAYIE'H. UNBELIEVABLE ULTIMATE COMPILATION. 
REBEL PLANET . JET -PAG 



SINCLAIR UTIL 
AND PERIPHERALS 



CURRAN MICRO SLOT 
SPECDRUMS 

AOOinoHAtonmms 

LATIN 
AFRO 
ELEC">ii" 



E2S.I 



SPEC" SUM POWER PACKS 
AlPHACOM PAPER (StoW) 



E6 95 r CT p&p 
£9»-C1MpSD 



pip 1-3 titles 7Sp 
3 or mora C1.00 
Overseas CI 20 pgr I 
CHEQUES PAYABLE TO 



LOGIC MAIL ORDER LTD 



reieiDOiougn. uamus. 
M 0733 313870 



MSXMSXMSXMSXMSXMSXMSXMSXMSXMSXMSX 
CENTRESCENTRESCENTRESCENTRESCENTRES 



MIDLANDS SOFTWARE EXTRAVAGANZA 



BULLOCKS MSX CENTRES 



Neos Mouse + Cheese Software MSX 1 & 2 £55 
Cheese II Graphic Software for MSX 2 £9.95 



Hal Trackball £49.95 



MSX "2" 
Phillips NMS 8280 
E979.00 

Phillips 
VG8235 
£438.00 
Ring Mallhew 
for details 



Hal Rom's all £9.95 



Basn Gordon 2.99 Void Runner 2.99 
^ Cosmic Shock Absorber 8.95 

2 Tenth Frame 9.95 Vampire Killer MSX 2 20. 

UchiMata9.95 
rn Thing Bounces Back 7.95 

Bubbler 9.95 Samurai Trilogy 9.99 
> Army Moves 8.95 

Storm Bringer 2.99 Survivor 2.99 
— James Bond Living Daylight TBA 

fc Game Over 8.95 



MSX 2 NOW IN STOCK AT OUR NEW STORE FELINI THE STORE 



UPDATE YOUR MSX TO A MSX 2 FOR JUST £1 1 0 



RAM EXPANSION (48KJ £69.95 
CARTRIDGE MODEM £109.00 

Join our MSX Club - over 900 members worldwide. 

Ring for details: £4 a year 

YOU M£ Y ORDER BY LETTER OR OVER THE PHONE. 

VISA AND ACCESS DESPATCH WITHIN 24 HOURS IF IN STOCK 



OVER 200 TITLES IN STOCK 



TRACEY JOHNSON 
MSX Headquarters 
884 Washwood 
Heath Road 
Ward End 

Birmingham B8 2NB 
021-783 2809 



MATTHEW BULLOCK 
Felini TV & HiFi 
MSX 2 Centre 
42-44 The Priory 
Queensway 
Birmingham B4 7EW 
021-200 3255* 



CO 



SI 



THE BEST IN ENTERTAINMENT 
SOFTWARE 



EDYX 




ELECTRONIC ARTS* 

TRATEGIC 
PLUS 

SOFTWARE 





MINOSC A P( 



©(uMOGIC 




me. 



/MICRO PROSE 



• i -a- • ....... 



Overseas Enquiries Welcome 

S«nd £1 lor our NEW Catalogue - Redeemable with your first Order 
ALL PROGRAMMES ARE ON OiSC ONLY 

STRATEGIC PLUS SOFTWARE 
APPLE ii p.o. Box 8 Hampton Mlddx TW12 3XA atari 
Tel: 01-979 2987 



C64/1 28 
AMIGA 



RING FOR THE LATEST PRICE ON ST/AMIGA 



MUSIC BY MAIL 



-SOFTWAftS- 
D£PARTM£NT 



P.O. BOX 14, BUTTS GREEN RD. HORNCHURCH. ESSEX, RM11 1HT. 



OPENMQ OFFER 



SPECTRUM 



COMM 64 



AMSTRAD 



TITLE 

WORLD CUP FOOTBALL 
ON THE OCHE (DARTS) 
SNOOKER 
GOLF 

SPEC CHESS 
VIDEO POOL 
CASINO ROY ALE 
STARSHIP ENTERPRISE 
ARCADE ACTION 
CASEY JONES 
TITANIC 
BLUE MAX 
SNOOKER 
TIR NA NOG 
UNDER WURLD 
ENIGMA FORCE 



ELECTRON 



PRICE TITLE 



PRICE 



1 65 
1 65 
1 65 
1.65 
1 65 
1 65 
1.65 
1.65 
1 65 
1.65 
1 65 
1.66 
166 
1.65 
165 
1 65 



A VIEW TO A KILL 2 75 

CODE NAME MATT II 2 75 

SUPERMAN 2 75 

SABRE WOLF 2 75 

INTERNATIONAL KARATE 2 75 

EUREKA 2.75 

BROAD STREET 2 75 

WAR ON WANT 2.75 

PYSTRON 2 75 

Ms. PACMAN 2 75 

ENDURO 2 75 

MIND SHADOW 3.75 

SPACE SHUTTLE 3 75 
FRANKIE GOES TO HOLLYWOOD 3 75 

LORDS OF MIDNIGHT 3 75 

PACMAN 3 75 

PITFALL 2 3 75 

THE YOUNG ONES 3.75 

SKY FOX 3 75 

HACKER 4 25 

GHOSTBUSTERS 4 25 

BALLBLA2ER 4 25 

GO TO HELL 4 25 

DEACTIVATORS 4 25 

WINTER SPORTS 4.25 

MATCH POINT .; v 

LIGHT FORCE 4 95 

TRAIL BLAZER 4 95 

ORBIX 495 

COMBAT LYNX 5.75 

PAPER BOY 5.95 

GOLF (KONAMI) 5 95 

BOMB JACK 2 b ^5 

ARKANOID 595 

PRESIDENT 6 95 

HEADCOACH 6 95 

TARZAN 6 95 

CAT TRAP 6 95 

GAUNTLET 6 95 

FIST 2 6 95 

10TH FRAME 6.95 

THEY SOLD A MILLION 7 95 

THEY SOLD A MILUON II 7.95 

THEY SOLD A MILLION III 7 95 

KONAMI COIN OP HITS 7.95 

LEADER BOARD 7.95 

SPACE HARRIER 7.95 



GOLF 

TITANIC 

AH CONDOR 

WORLD CUP FOOTBALL 

JOHNNY REB II 

TORNADO LOW LEVEL 

RIVER RESCUE 

LORDS OF MIDNIGHT 

PYSTRON 

SABRE WOLF 

SPY'S DEMISE 

TWIN KINGDOM VALLEY 

PSI WARRIOR 

A VIEW TO A KILL 

CODE NAME MATT II 

TURBO 64 

PILOT 64 

SUPERMAN 

JET SET WILLI E 

NEXUS 

BROAD STREET 

ON COURT BASEBALL 



i 65 
1 65 
1 65 
1 65 
1 65 
1 65 
1 66 
1 65 
1.66 
1 65 
1.65 

1 65 
1.65 
275 
2.75 

2 75 
2.75 
2.75 
Z7S 
2 75 
275 
2.75 



FRANKIE GOES 10 HOLLYWOOD2.75 
ENIGMA FORCE 2 75 

BEACH HEAD 3.75 
ON COURT FOOTBALL 3.75 
WORLD SERIES BASEBALL 3.75 
COMBAT LYNX 3 75 

GHOSTBUSTERS 3.75 
LITTLE COMPUTER PEOPLE 3 75 
BRUCE LEE 3.75 
TOUR DE FRANCE 3 75 

DALEY THOMPSON DECATHLON 4.25 

425 
4.25 
4.25 
495 
4.95 
495 
495 

4 95 

5 75 
5.75 
5 75 



BALLBLA2ER 
DEUX EX MACHINA 
MERMAID MADNESS 
BLUE MAX 
TRAIL BLAZER 
LIGHT FORCE 
SKY RUNNER 
PITFALL II 
PITFALL 
DONKEY KONG 
DIG DUG 

MONOPOLY/SCRABBLED LUEDO 8.95 



ARKANOC 
PRESIDENT 
HEADCOACH 
MARBLE MADNESS 
THEY SOLD A MILLION III 
LEADER BOARD (GOLR 
ACE 

INFILTRATOR 
AVENGER 

KONAMI COIN OP HITS 
PAPER BOY 
GAUNTLET 
TARZAN 
BOMB JACK 2 
SPACE HARRIER 
WORLD GAMES 
FIST 2 

CHAMP'SHIP WRESTLING 
10TH FRAME 
PRESIDENT (DISC) 
HEADCOACH (DISC) 



795 
7.95 
7.95 
7.95 
7.95 
7.95 
7.95 
795 
795 
7.95 
7.95 
7.95 
7 95 
7.95 
795 
795 
7 95 
7.95 
795 
12.95 
'2 95 



NEW ARRIVALS 



AMSTRAD 



TITLE 


PRICE 


ON THE OCHE (DARTS) 




1 65 


DEATH KICK 




1.65 


CODE NAME MATT 




* CfC 

1 65 


SHADOW FIRE 




1.B5 


JOHNNY REB II 




1 ©5 


ROLAND GOES DANCING 




1 65 


ALIEN BREAK-IN 




1 66 


ATOM SMASHER 




4 CC 

1.65 


JEMS OF STRADUS 




4 CC 

1 66 


SPACE HAWKS 




4 CC 

1.65 


CRAZY GOLF 




1 65 


LASER WARP 




1 65 


ASTRO ATTACK 




1 65 


BLAGGER 




1 65 


LUCKY FRurrs 




■ bo 


WARLORD 




1 65 


SULTAN'S MAZE 




1 65 


SPECIAL OPERATIONS 




1.65 


HUNTER KILLER 




1.65 


MASTER CHESS 




1 65 


ELECTRO FREDDY 




d. ID 


JET BOOT JACK 




2.75 


PUNCHY 




i ID 


HAUNTED HEDGES 




2 75 


CODE NAME MATT II 




2 75 


A VIEW TO A KILL 




2 75 


GEOFF CAPES STRONG MAN 


2.75 


SUPERMAN 




£ fO 


SPLIT PERSONALITIES 




2 75 


GLADIATORS 




2 75 


SOFTWARE STAR 




2.75 


HERBERT'S DUMMY HUN 




2 75 


CHOPPER SOUAD 




2 75 


STAR COMMANDO 




2 75 


HUNCHBACK 




2.75 


HOME RUNNER 




C ID 


MANC MINER 




2.75 


ALIEN 




(C ID 


BOUNTY BOB STRIKES BACK 


id 


FU KUNG IN LAS VEGAS 




.-. ID 


FRIDAY THE 13TH 




2.75 


MASTER OF THE LAMPS 




2 75 


FIGHTING WARRIOR 




2.75 


KAISER 




2 75 


AMERICAN FOOTBALL 




3.75 


MUTANT MONTY 




3.75 


WINTER SPORTS 




3.75 


COMBAT LYNX 




3.75 


MERMAID MADNESS 




425 


DEACTIVATORS 




4.25 


LIGHT FORCE 




4 95 


ITS A KNOCKOUT 




4 95 


BOBBY BEARING 




4.95 


SKY FOX 




575 


BACK TO THE FUTURE 




5.75 


INTERNATIONAL KARATE 




595 


PRESIDENT 




9.95 


THEY SOLD A MILLION III 










995 


INFILTRATOR 




995 


KONAMI COIN OP HITS 




995 


ACE 




995 


GAUNTLET 




995 


BOMB JACK 2 




995 


LEADER BOARD 




9 95 


SPACE HARRIER 




9.95 1 


RRIVALS 


NEW 



ARNHEN 




a 


rs 


THING ON A SPRING 




3 


7b 


MONTY ON THE RUN 




3 


K 


GHOSTBUSTERS 


DISC 


5 


75 


FAIRLIGHT 


DISC 


5 


78 


KUNG FU MASTER 


DISC 


5 


75 


BATMAN 


DISC 


5 


75 


V 


DISC 


5 


75 


J REB II 


DISC 


5 


75 


SHOGUN 


DISC 


5 


75 


RED ARROW 


DISC 


b 


re 



AMSTRAD 



SPINDIZZY DISC 5 75 

STEVE DAVIS SNOOKER DISC 5 75 

NIGHT GUNNER DISC 5.75 

LORD OF THE RINGS 6 95 



C64 



LAW OF THE WEST 
BIGGLES 
HARDBALL 
SHOGUN 
DAMBUSTERS 



3 75 
3.75 
3.75 
4.95 

4 95 



TITLE PRICE 


GOLF 




STARSHIP COMMAND 


2 50 


PENG) 


2 50 


3D MAZE 


2 50 


PEGLEG 


2 50 


SUPER HAND MAN 


2 50 


RIG ATTACK 


2 50 


ALPHATRON 


2 50 


UK PM 




WET ZONE 




BOUNCING BOMBS 


2.50 


FIVE-A-SIDE SOCCER 


? 75 


GUNSMOKE 


? 71 


SUPER POOL 


0 

»- ' -> 


STRATO BOMBER 


9 75 


HYPER DRIVE 

1 1 1 1 l_ 1 1 l_ « w » 


7 75 


CATERPILLA 


2 75 


INVADERS 


? 7S 


3D BOMB ALLEY 


2 75 


BLITZKRIEG 


2.75 


TALES OF ARABIAN NIGHTS 


2.75 


CYCLON INVASION 


2.75 


TREK II 


2 75 


SPACE CAVERS 


2.75 


BOZO THE BRAVE 


2 75 


THEATRE QUIZ (2 TAPES) 


2.75 


CRtME & DETECTN (2 TAPES) 


2 75 


MUSIC QUIZ (2 TAPES) 


2.75 


HISTORY QUIZ (2 TAPES) 


2.75 


SCIENCE QUIZ (2 TAPES) 


2.75 


ROYAL QUIZ (2 TAPES) 


2.75 


1 DO (2 TAPES) 


2.75 


DATING GAME (2 TAPES) 


2.75 


BIOLOGY (2 TAPES) 


2 75 


ENGLISH (2 TAPES) 


2 75 


ROBOTRON 


2 75 


HEATHROW 


3 75 


MINESHAFT 


3 75 


ZANY KONG JNR 


3 75 


HEATHROW ATC 


3.75 


TEMPEST 


3 75 


OVERDRIVE 


3.75 


SMASH N GRAB 


375 


ATARI 4/800XL | 


FIGHTER PILOT 


250 


GOLF 


250 


DANGER RANGER 


2.50 


MR D«G 


2.50 


PENGON 


2.50 


TUTTI FRUTTI 


2.50 


BUG OFF 


250 


CANNIBALS 


2.50 


SUPERMAN 


2 75 


PITFALL II 


4 25 


SPACE SHUTTLE 


4 25 


FOOTBALL 




MANAGER 




SPECTRUM CM rt eft 
C.16 BBC. ATARI 


AMSTRAD ELECTRON VIC 20 1 


ARRIVALS 





C64 



FA CUP FOOTBALL 
KUNG FU MASTER 
FIGHTER PILOR (Disc) 
KORINIS RIFT 
TIME TUNNELL 
FIGHT NIGHT 
DAMBUSTERS 
ZAP SIZZLEPS 
LORD OF THE RINGS 



575 
5. 75 
5.75 
5.75 
5.75 
5 75 
5.75 
6.95 
695 



GRAHAM GOOCH CRICKET (DISC>6 95 



ALL PRICES INCLUDE VAT & DELIVERY 



SPECTRUM 



INT. RUGBY i 65 

ZOIDS 2.75 

SKYRUNNER 2 75 

SAM FOX STRIP POKER 375 

BACK TO THE FUTURE 3.75 

FHIDAY THE 13TH 3.75 

MAX HEADROOM 3.75 

SUPERSLEUTH 3.75 

FIGHTING WARRIOR 3.75 

ARNHEM 375 

WORLD CUP CARNIVAL 3 75 

ZORRO 3.75 

MERMAID MADNESS 3 75 
VIRGIN ATLANTIC CHALLENGE 3 75 

LORD OF THE RINGS 6.95 



PLEASE MAKE CHEQUES OR POSTAL ORDERS PAYABLE TO 



- MUSIC BY MAIL - 



THIS GUY SHOOTS TO KILL 




id 

i 



ARE HIS 

TRRGIT. 



4 





UHLESS YOUR FINGER HITS THE TRIGGER FIRST 



AVAILABLE ON 
AMSTRAD 
ATARI 
COMMODORE 
SPECTRUM 




m 



For Your EyestJjiiy. Top Jkcrat. Cojnptiier *Video Games 
has.a licence fo thrill you with 807 competition Which will 
put/you in Oh, Ob heaven. ' ' 

in other words this is your onh/chance to win The living 
Daylight* arcade maohirte, ^HE^'^^^i^^^^^S 

The aracade machine is being produced in America by a 
Mastertronic-owned company. Arcadia' using Amiga 
technology. This game will be so new that the chances are 
you'll have crowds gathering outside your home . 
demanding to get i look at it. 

Second prize is a giant cut-out of James Bond and a 
special 007 Jiey ring. 9 • ' < & 

r The next 50 runpers-up will get an 007 key ringlike the ' 
one featured in the film. They're the ones you can't lose. 



.1 



1 




Jusi whistle and it whistles back. 

Now coiuesjhc hard pert What we. want you to do is 
answer our special James Bond questions. Semj.your 
answers together with the printed form. to The LWng - 
Daylights Competition, Computer + Video Games, Priory 
Court. 30-32 Farrihgdoe Lane. London £C*R3AU. The,', 
closing (late is August 1W and James Bond's — otherwise 
knowp as the Editor— decision is final 



QUESTIONS 

II Which of the following titles is NOT a James Bond film? 
A| Goldftnger 
Bi Dr No 

C) From Russia With Love 

Dl Icebreaker 

El The Spy Who Loved Me. 

Answer .,.,„*...,.,.„.., , „ 

21 Who is the latest actor to play the role of James Bond? 

Answer u -.«»,,. r «.„.,« 1 N« 

3| Name two other actors who have starred as 007? 

Answer .«.,„ „.„„.„,..„ ™.. 




I 



.\\v 










UN 







itfiittttiitiiiMMf" 



4) Who wrote the James Bond books? Was rt: 
A) Joan Flemming. 
B! Ian Flemming 
C) Alexander Flemming. 
0) Fred Flemming. 
E) Peter Flemming. 



^kns w^cr <ih ftftiiftfHtiititittniHiiM 



SI The bond films and books always feature a really big, 
bad supemllian. Two of the following are not Bond 
vidians, can you spot them? 

A) Mr Big 

B) Goldfinger 
0 Dr No 

D) Garry Williams 
E>M 



Answers 

The Living Daylights Competition 



NAME 

ADDRESS 



MUMtllMtMltttlitd flitl 




V 



£8$ 



V 



4MS 



1 



man* 1 ' 



I'.' 



*1 



-41) 



. fba 



A" 0 "?,* 5916 5 




Wayne, here again, the Number One Mail 
on the Play-By-Mail Scene. This month I 
venture Further into Fantasy and fire a 
salvo off at Musket and Mules. Don't forget to 
check out my Wonder Offer. 

J.C. Games, one of the this mag for details. 




the UK, 
opularity ot 
It's a Crime 
interest in 



K biggest 
com 
and thanks 
their latest g 
and the 

their other games. 
Crassimoff's World, 
Earthwood and Capitals Kevin 
Cropper, KJC's managing 
director, decided the time was 
ripe to start pub meets again. 

He turned up at the pub with 
two of his top G.M.s, Nigel 
Mitchell and Andy Smith, to 
meet the 1 50 players who 
turned out. People came from 
as far and wide as Bristol, 
Liverpool and Norwich to take 
part. 

To cut a long story short the 
meet was a huge success and 
everybody had a great time. 
You could meet players that 
you were playing with or 
against, learn lots of inside 
info and make or break 
alliances. 

The meet went on well into 
the night and it was agreed 
that we will all do it again 
soon. Next time, it will be 
arranged so that I can inform 
allC+VG PBMers out there 
and we can turn it into a mega 
meet! Keep your eye glued to 



Readers will be pleased to 
note that I did my duty as your 
PBM correspondent and went 
drink for drink with Mr Copper 
— not an easy task. 

At about 1am I managed to 
get him in such a state that he 
willingly signed an oath in 
blood (his) to allow TWO 
C+VG readers reviewers 
playtesting positions in each 
ot his games, for an unlimited 
period of time. 

So, if you want a bash at 
anyone ot these FREE 
playtest positions drop me a 
line, enclosing the logo above, 
telling me how many pints you 
think Mr Cropper and I sank 
between us at the pub meet, 
and the position is yours! 

Don't forget let me know the 
kindofPBMs YOU like to play 
and the names of any games 
you are involved in already. 

I'll give you a clue. The 
meet tasted over 24 hours and 
I spent well over C20.00 — 
London prices remember! 

By the way. I should 
mention that the It's a Crime 
offer made in the May edition 
of C + VG is still open. If you 
fancy taking part in a special 
game of It 's A Crime — 



exclusively for C+VG readers 
— with the C+VG PBM trophy 
as the prize then write into me, 
enclosing the logo, and you 
will get a free set up in the 
game plus two tree turns and 
a rulebook. 

• I have received a letter from 
the person who runs Muskets 
and Mules telling me that the 
four playtesting positions I 
offered in the April issue never 
existed!! In a lengthy letter I 
was told that "we got our 
wires crossed". To say the 
least. I was upset and angry. 
Most, if not all, of the many 
reviewing positions I obtain 
are done on a "word of 
mouth" basis over the 
telephone. 

There is a lot of trust and 
goodwill attached to these 
promises and to date I have 
never got my "wires crossed" 
with any other company. 

Of course, the next thing I 
received were letters from the 
winners asking me what has 
happened to their playtest. I 
would like to personally 
apologise to them and can 



assure them that they will 
shortly be given a reviewing 
position in another, and in my 
view better PBM. 

I do not wish to get involved 
in a war of words over what 
happened, but needless to 
say I will never review another 
Historical Engineering 
product again in any capacity 
anywhere. I'll leave you to 
draw your own conclusions as 
to why. 



• How would 
full time f 
leading P 
Mitre 

say that they 




like to work 
eUK's 
anies? 
written to 
moving into 



much larger office premises 
and expanding their business. 
They require up and coming 
GMs to moderate some of 
their games, both old and 
new. 

They have not sent me any 
details about what type of 
person they require, but 
enthusiasm, eagerness and a 
willingness to learn are 
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probably like you to have 
some PBM or FRP experience 
and moving to London would 
be a must. 

Interested? Then drop me a 
line, enclosing full details, age, 
and experience and I wilt pass 
it on to the people at Mitre. 

I would also like to thank 
Mitre for the tremendous help 
and assistance they have 
given me. They have supplied 
me with copies of all their 
excellent games and I will be 
reviewing them shortly. 



Further Into Fantasy 

Although I have given this 
game a mini-review in the 
April, a large part of the mail I 
receive starts off: "Can you 
tell me more about Further 
Into Fantasy as it sounds such 
an interesting game? 

As I always bow down to 
what the reader wants, here is 
a full review of what I consider 
to be an excellent game. 

F.I.F. was launched late in 
1 986 by The Laboratory as a 
new concept in PBM. They 
had looked at and played quite 
a few fantasy PBMs and didn't 
like what they say — so they 
decided to create a game the 
likes of which no-one had ever 
seen before. 

When I received F.I.F. start 
up kit the first thing that 
grabbed my attention was the 
rule book. It is superbly printed 
on quality paper and contains 
a lot of classy artwork. It oozes 
style. 

I can honestly say the 
contents are even better than 
the quality of the presentation. 
It was all there. Easy to read 
rules, clear examples of how 




to create your character, hints, 
tips and much much more. 

I felt like I was being guided 
through the rulebook by an old 
friend. The rules really want to 
make you play the game. 

Also contained in my start- 
up package was a newsletter 
aptly called What's Stirring 
which once again is high 
quality stuff. It is packed full of 
articles on F.I.F. and other 
game related subjects. It also 
has indepth articles on the 
history and religions of the 
planet which make interesting 



What makes the game 
interesting for me is not only 
fact that it is a single character 
fantasy PBM. But also that the 
character you play is YOU. 

In F.I.F. my character looks 
exactly like me. The fun is that 
you can play yourself, but you 
have special abilities and call 
yourself by a different name. 

F.I.F. is a synthesis of 
reality and fantasy, your 
character is a mixture of your 
actual and possible attributes. 
By creating your character via 
the rules you can create 
someone who is exactly like 
you or someone who is built 
like Conan. 

Initially you are told that 
there is another dimension 
where the planet Dorm exists. 
All kinds of weird and 
wonderful things happen there 
and you feel an unnatural urge 
to explore it. 

You know the transition to 
the alternative dimension 
happens at midnight, so you 
make your preparations and 
head off for the secluded 
forest where it all happens. 

Standing in the forest as 
midnight arrives you know the 
time is right. Then all you feel 
is ultimate pain and you are 
sent spinning off on your way. 
You cannot deny your destiny. 

Suddenly you appear 
before a giant, who is standing 
next to a large fire pit. Several 
metal rods are stuck in the 
flames. The giant pins you to 
the floor, rips open your shirt 
and brands your chest with 
one of the rods from the fire. 
Quite naturally, you pass out! 

When you awake you could 
be anywhere on the planet 
Dorm, you know not where. 

You also have the letter T 
branded on your chest. How 



do you survive? It is up to you. 

You can become one of 
three classes of people: 
Priest, Sage or Warrior. Each 
class has their own 
advantages and 
disadvantages. 

A warrior is not just a fighter. 
A warrior is a physical being 
who strives to make their body 
grow in all respects: to 
become strong and agile, fast 
and cunning. In this game it is 
nice to see that warriors' wits 
have to be as sharp as their 



Warriors can specialise 
later on in their career, 
becoming assassins, trackers 
or guerilla fighters if they wish. 

Sages study ancient tombs, 
arcane rituals and ancient 
knowledge. They spend a lot 
of time in research for good 
reason. A sage when trained 
has infinite knowledge and 
access to power which other 
people will never know. 

Special powerful magics are 
drawn to a sage and they may 
tap into them to the full. 

For someone to actually 
play a sage in this game they 
must be prepared to put in a 
great amount of their own time 
for actual research. I can 
vouch for this as my character 
in this game IS a sage and I 
once had to write a full essay 
to satisfy the G.M. about a 
certain task. It was hard work. 

In time a sage may become 
great enough to specialise in 
either Demonology, Healing. 
Life, Necromancy or Sorcery 
to name just a few. 

On the other hand a priest is 
not just the simple puppet of a 
diety. Priests may gain 
godliness later on in their 
career if they behave piously 
enough. 

A priest's power relates 
directly to the god that the 
priest chooses. Many things 
are taboo. Customs of Gods 
must be observed, tidy days 
respected, people must be 
converted. In return a priest 
may be granted awesome 
powers. 

The path of a priest is a 
lonely one that holds great 
reverence. A priest will never 
go wanting for food or shelter 
and his word will often carry 
great influence. 
Character creation 
The system for creating your 



character is simple. You have 
a pool of 1 5 points from which 
to determine your 
characteristics. You may 
allocate points to any 
characteristic apart from 
acquired magic. 

There are thirteen basic 
characteristics to choose from 
ranging from Accuracy to 
Survival Instinct. There is no 
upper limit and you can spend 
your points as you like. 

You then have to allocate 
your character various skills. 
There are 1 3 skills you can 
choose from Athleticism to 
Technology. Once you have 
done this, your character is 
created. 
Magic 

Your character starts off with 
two spells that are instantly 
useable — Sword Fire and 
Insight, which both come in 
handy. 

Sword Fire, when cast on 
any bladed weapon, causes it 
to be shrouded in magical fire. 
This increases the 
effectiveness of the weapon. 

Insight is a powerful 
incantation which allows your 
diety to increase your 
knowledge and thus you can 
answer complex and intricate 
questions. Used in the right 
way this spell is very powerful 
indeed. 

Whatever class of character 
you choose to belong to, you 
MUST keepaspellbook. 
Every spell you discover will 
have a unique set of details 
that must be recorded. 

Spells come in grades and 
durations. A grade one spell 
means that you must wait one 
unit of magical potential 
before you can use it and a 
duration of one means that it 
will last for about ten minutes. 
Wayne's Verdict 
This is an ideal game for a 
person who has never played 
a fantasy PBM before. It is 
simple, yet interesting. 
However, I have played PBMs 
for nearly five years and I 
really enjoy it. so it goes to 
prove it can be pleasing for 
experienced PBMers as well. 
It caters for everyone from 
players who like to hack and 
slay to players who like 
complex problems. 

Allot the fourGMs 
responses are excellent, in a 
no-nonsense straight talking 



style. No dreary reports on the 
weather, waffle about the 
terrain are found in this game. 
It is an all action, get up and 
go game, with action coming 
thick and fast. 

The style of the game is to 
my taste as well. A discover-it- 
as-you-go-along type game 
with plenty of previously 
prepared fact sheets on 
hundreds of subjects, from the 
history of the planet to priests 
abilities. There are also large 
and small scale maps plus 
"wanted" posters. 

The company plans to 
release a series of fighting 
type fantasy books. You play 
your character and send the 
books back to see how you 
got on. 

Later in the year they are 
going to issue a series of 
scenarios, so that you and 
your friends who play the 
game in the same area can 
play the board game based on 
the PBM! 

I can also divulge a secret 
which to date no-one has 
known. Yes, this is a genuine 
C+VG exclusive! Every two or 
three months. The 
Laboratory are going to invite 
certain players to the 
Laboratory and actually play 
face to face with or against the 
other players who are in the 
same position as each other in 
F.I.F. 

Yes, it doesn't matter if you 
are in the top ten or not, YOU 
could be asked to spend a 
weekend at The Laboratory 
playing your favourite PBM 
character — if you are in the 
right place at the right time! 
Wayne s Wonder Offer 
Start up in The Laboratory 
usually costs £5.00. However, 
C+VG readers who write into 
me enclosing the logo above 
will be entitled to: 

• 50% reduction. Start-up 
will cost you just £2.50. 

• THREE FREE turns, worth 
up to £6.00. 

• FREE initial newsletters. 
PLUS: The first ten people 
who The Laboratory pull out of 
the hat get their MONEY 
BACK and get ALL of the 
above TOTALLY FREE. 

If you have already started 
playing F.I.F. and think you 
have missed out, don't worry. 
If you write into me as above, 
you can have a second 



character started up for free 
and two free rounds as well. 

What more do you need to 
be encouraged to start playing 
PBM? Get involved! 

Further turns in F.I.F. are a 
reasonable £1 .50 for normal 
turns or a competitive £2.00 
for an ultra turn, which is much 
more descriptive. Please 
make all cheques/P.Os 
payable to The Laboratory. 
Letters 



• I have 
enquii 
called Fl 
PBM m 
tot of people 




mail 

ne 
other 
general. A 
e heard about 



them, but don't know what 
they are or how to get them. 

To set the record straight. 
Flagship is a professional 
magazine that dedicates itself 
solely to PBM. It covers all 
aspects of PBM, reviews of 
PBM games, new and old, and 
news of what's happening on 
the PBM scene. It has a * 
tremendous scope and 
contains lots of useful info. 

It's only available by 
subscriptions and costs £7.00 
per four issues. 

The magazine is issued four 
times a year in accordance 
with the seasons. It is a world- 



wide magazine and is well 
established having run for 
many years. 

However, if you write to the 
address below and state that 
you read about Flagship \n this 
magazine, you will be able to 
subscribe for only £6.00. If you 
are interested, please contact: 
Flagship, PO Box 1 2, 
Aldridge, Walsall, West 
Midlands. WS9 0TJ. 

All cheques and PO's 
should be made payable to 
the magazine. 

First Post on the other 
hand is an amateur PBM 
fanzine which is run off on a 
Micro Computer and a 
photocopier. It is a bi-monthly, 
non-profit making magazine 
and carries reviews on the 
most popular PBM's both 
amateur and professional. 

I found it a very good read 
and despite the quality of the 
printing it has many interesting 
articles, covering at least four 
of the games you have read 
about in this column in the 
past. It costs £1 .00 per copy 
and it is available from: K.G. 
Pack, Halnut Tree Lodge, 9 
Kings Meadow Lane, Higham 
Ferrers. Northamptonshire, 
MN9 8JE. 
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BUDGET 
SPECTRUM 48K 



or S t 

Gunstar 

W 10* Pattern 

BMX Simulator 

little A) 

Biamacne 

Megabucks 

Oil. & Lisa 

Nin ( a Master 

Thrust 

Phantomas 

Vampire 

Super Shuttle 

Terra Cogmta 

Hyperbowl 

Kobyashi Nam 

Necns Dome 

Harvey Headbanoer 

Armageddon 

Caveman 

Road runner 

ruder 

Sheer Panic 
Tarty Turnef 
Kings Keep 
Pitman 7 
Shuttle Shock 
Free* 
Jasper 
ZiBflurat 
Robon 
Raider 
Bomber Bod 
Ten vears Alter 
Turbo Chess 
Glug Gi 



Userwarp 
Joust 

Professional Snooker 



Thrust II 
Mad Nurse 
Cyrox 

One Hundred & Eighty 

Tomb ot Synnx 

Swat 

Pool 

Flip Rap 

Ludoids Adventure 
ftty Bluebottle 
Ostron 

Bouncing Berry & Eskimo 

Capers 
Castle Coi di u & Battle 

Toothpaste 
Alchemist 
Caveman 
Derby Day 
Quackcr 

Freds Fan Factory 
Monsters in He" 
Toolkit 
Mad Martha 
Moonlighter 
Loony Lander 
Gndrunner 
Biomythms 
Hyperaction 
Handicap Golf 
The Chess Player 
Dominoes 

Subterranean Slryxer 
Robot Messiah 
Magic Roundabout 
Sheepwalk 
40 Timegate 




E6 each or any 3 for £15 

TWOTEF 




Breakthrough 
Sky Runner 
Kat Trap 
Hardball 
Butch Hard Guy 
Space Harner 
Scooby Ooo 
Samuti 

Ghost & Goblins 
Fairtight II 
Shadow Skimmer 
lop Gun 
impossaball 
Crystal Castles 
Hrve 

Silent Service 
Leaderboard 
- Slicker 



E felon 

Aliens 

Eiptorer 

Future Knignt 

Nightmare Rally 

Gauntlet 

Bazzoka Bill 

Jaiibreak 

Eastonders 

The Goomes 

Hit Pack 1 

Green Beret 

Unbelnrvable 

Footballer ot the Year 

Cobra 

TWOTEF II 

I -i*«rnaT ional* Karate 

10th Frame 



Dodgy Geezers 
Acra Jet 

Psi-5 Trading Co. 

Legend ot Kage 

We also have hundreds ol 

other Spectrum tines ai pnees 

we daren't print. Please 

telephone or write tor lull 

details 

COMMODORE U TITLES 

CI .25 each or 5 lor £550 

Willow Pattern 
Tera Cogmta 
Micro Rhythm 
Thrust 

Kobyashi Naru 
Creations 
Wamawk 
Imagination 
Formula Simulator 



Terminator 
Hyperbowl 
Niti* Master 
BMX Simulator 
Olli&bsa 
Necris Dome 
Park Patrol 
ArmouroWo 
Red Max 
labynnth 
SOS 



Return ol Space Warrior 
The Equalizer 
Pneumatic Hammers 

ttn* or arS Cm 

Skate Rock 

Paradroid&Undium 

Chameleon 

Prtstop? 

Dandy 

Pol* Position 



Names Bonanza 



Judge Dredd 
Legend ol Kage 
Kayterth 
Labyrinth 
Star Soldier 
Murder oil Miami 
Intiltrator 
Cobra 
Nosleralu 
Bulldog 
Donkey Kong 
Nuclear Embargo 
Mutants 
10th Frame 
Gauntlet 
The Vikings 
Agent Orange 
Leaderboard 
C-ndgy Gew% 
PllOt 64 
Sailing 
Raid 2000 
Police Cadet 
Crystal Castles 
Computer Hits 3 
Vietnam 
Knuckledusters 
! Harner 



The Sydney Atlair 
Scott Adams Scoops 
Elevator 
The Sentinel 
Sky Runner 
Ace 

Leaderboard Exec 

Ranarama 

Delta 

FA Cup Football 87 
FJrte 6 Pack 
Romulus 

Tag Team Wrestling 
Blockbusters 
Explorer 
Krakout 
Future Knight 
Dragons Lair II 
Countdown to Meltdown 
A pr.s 

Breakthrough 

Armour ol Antinad 

Com Op Kris 

X-29 Fighter 

Ace ol Aces 

Sigma 7 

Terra Cresta 

Srtent Service 

YieAr Kung Full 

Street Machine 

Paperboy 

Supemuey n 

Cnampflnship Wrestling 

Double Take 

1942 

Aoacne Gold 

V:. :■ M,1,r:, 
Short Circurl 



Leaderboard Tourn 
Terror ol the Deep 
Avenger 
Grange Hill 
TWOTEF It 
Shanghai 
Horward the Duck 
Bazooka Bill 
Aero Jet 
Jaiibreak 

Footballer ol the Year 

Hit Pak 

World Games 

Arkanoid 

Star Games 1 

Lighttorce 

They Sold a Million 3 
F«ld ol Fire 
Shockway Rider 
Indoor Sports 
Nether Earth 
Nemesis 
Star Raiders 2 
Five Star? 
Big Trouble 

The Pawn 
Silicon Dreams 
Nuclear Embargo 
The Sentinel 
Terra Cresta 
Judge Dredd 
World Games 
Hit Pak 1 
Shao Ems Road 
Fields of Fire 
Indoor Sports 
Druid 

Ace ol Aces 
PSI-5 Co 
Sorter Or* 
Dandy 

Bobby Beanng 

Gunship 

Delia 

Star Games 1 
Star Raiders 2 
Utile China 
Tracker 
Krakout 
Amencas Cup 
PhaniasieM 
Cobra 

Colleen Music 

Knucklebuslers 

Monopoly 

The Sydney Affair 

Double Take 

Sailing 

Paradroid&Urid.um 

Jaiibreak 

Com Op Hits 

Shanghai 

Future Knignt 

Scrabble 

leaderboard Exec 
Ranarama 
Wizards Crown 
Tag Team Wrestling 
Shockway (Met 



TITUS 



Bureaucracy 
Golf 

GIF Football 
Hacker 
Portal 



7 Cities of Gold 



29 00 
2* DO 



24 

20 K 
20 K 
25 00 
25 00 



Archon2 

Adventure Cons. Set 
■Arte Fox 
Marble Madness 
One to One 
Skyfox 
The Pawn 
Guild ol Thieves 
faery Tale Adv. 
Borrowed Time 



Cut Throats 

Deadline 

Enchanter 

THHGTG 

MhM 

Leather Goddess 
Mmdshadow 
AMFV 
Moon Misl 
Musk Studio 



Seastalker 

Sorcerer 

Spcfibruk* 



Suspect 



Trinity 
Witness 
Wishbrmger 
Zorkl 
ZorK II 
Zork III 
Silent Service 
Ultima in 
Balance ol Power 
Defender* Crown 
DeiaVu 



25 00 
25 00 
25 00 
25 00 
25 00 
25 DO 
20 00 
20 00 

34 00 
20 00 
24 00 
24.00 
24 00 
24 00 
24 00 
24 00 
24.00 
20 00 
27 00 
24 00 

29 00 
24 00 
24 00 
24 00 
24 00 
24 00 
;J 

24 00 
27 00 
24 00 
24 00 
24.00 
24.00 
24 00 
2Z CO 
20 00 

30 00 

35 00 
24 00 
3-- '10 
24 00 
M.0G 



ATARI ST TITLES 

Altar 15.00 

Cratton&Xunk 15 00 

Eden Blues 2000 

Macadam Bumper 17 00 

Art Director 42.00 

Frlm Director 52 00 

Fleet ST Publisher 100 00 

Borrowed Time 20 00 

Basketball 20 00 

Bureaucracy 20 00 

GLF Football 20 00 

Hacker 2000 

Hacker 2 20 00 

Little Comp. People 20 00 

Shanghai 20 DO 

Tass Times 20.00 

Strip Poker 15.00 

Tee-Up 15.00 

S*yfox 20.00 

Bridge Player 2000 15.00 

ST Karate 15.00 

PrMedor/SUbon 2000 

Pro Sprite 32.00 

Pro Sound 45 00 

War Zone/FireolaslBf 20 00 

Jewels of OarWess 12 00 

StarGMMr 20 00 

Traiiblaier 20.00 

Typhoon 15.00 
1700 
17.00 

Colourspace 16.00 

Cards 1600 

Electronic Pool 16 00 

Fiipsioe 16.00 

GolOrunner 2000 



Uninvited 



Karate Kid II 
Lands ol Havoc 
Ma*>r Motion 
Mud Pies 
Pinball Factory 
Super Conductor 
Time Bandits 
Trivia Challenge 
Silent Service 
Crusade m Europe 
FISStrike Eagle 
Ultima ill 
Balance of Power 
Black Cauldron 
Kings Quest 2 
SO I 

Stnke Force 
Silicon Dreams 
Starglider 
Hollywood Poker 
Swooper 
Leaderboard 
Leaderboard Tourn 
Mean 18 
Super Huey 
Apsnai Tmogy 

l. r I il Ginc, 
Hades Nebula 
Mercenary 
;.>.r:- 1 



Arena 
FJraltacus 
ArenavBrattacus 
Deep Space 
Jewels of Darkness 
Guild of Thieves 
The Pawn 
Silicon Dreams 
Games Compendium 
Check Mate 



terrestiai Encounier 

bberator 

Mousetrap 

Plutos 

Timeblast 

Apshai Trilogy 

Atemate ReaMy 

Dungeon Reality 

Championship Wrest 

Phantasiell 

leaderboard 

Metrocross 

OhM 

Ouesiprobe 

Roadwar2000 

Rogue 

Super Huey 

Super Cycle 

Super Tennis 

Winter Games 

World Games 

(p. :: i' 



20 00 
16 00 
16 00 
1600 
20 00 
35 00 
25 00 
1500 
?0 K 
20 00 
16 00 
20 00 
25 00 
30 00 
30 o: 
35 00 
20 00 
15 00 
20 00 
1500 
1500 
20 or 
20 00 

24 00 

15 00 
20 00 
20 o: 

16 00 
20 00 
12 00 
20 00 

25 00 
30 00 
30 00 
30 00 
20 0- 
20 00 
20 DQ 
20 00 
20 IE 
12 00 
20 00 
1200 
10 00 
12 00 
1200 

800 

20 n 

20 00 
POA 
20 00 
20 00 
20 00 
20 Oil 
16 00 
15 00 
20 00 
20.00 
1500 
20 CO 
20 00 
20 00 
20.00 
20 00 



ATARI ST HARDWARE 

520STFM 355 00 

520 STEM * Mono 465.00 

520 STFM • Colour 685.00 

1040 STF 585 00 

1040 STF * Mono 665 00 

Hard Disk (SH204) 685 00 

Mono Monitor 135 00 

COMM. AMIGA HARDWARE 

Amiga 500 499 00 

Colour Monitor 399 00 

External Drive 249 00 

Amwa 2000 POA 



See Amiga Listing tor Pnees of ST inlocom Adventures 
Please make cwques payable to Systems Architects Ltd We also accept Access and Visa Pnees suotect to avadaMty. 
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CARTOON'S MOST 



ELUSIVE CHARACTER HAS M 
FINALLY BEEN TRAPPED. 





THE ARCADE SMASH HIT 
THAT RECREATES THE SPEED 
AND EXCREMENT OF THESE 
CLASSIC ENCOUNTERS. 



roung or old. whatever your age everyone enjoy* the antics of the cunning Romd Runner 
as he baffles and bemuses poor Wife E Coyote. Or does he?... 
This I* y our c hance to realty find out as you take on the role of Road Runner In this comic 
att action eKtravaganr* that recreates theme naU biting chases and the fast moving excitement 
to perfection. Speed through canyons and along the high ways following the trail of birdseed 
left for you to feed on (is this the first trick???) Dodge your way round the onrushtng trucks 
keeping an eye out for the perilous mines and feather ruffling, lea busting oil slicks. What 

n «* th * *leaty Wile E Coyote got in store tor you as he lurks In hldinq, 
cowardly awaiting his moment to enjoy a succulent roast of -Road Runner and French Fries ~ 
We nt »ure you ll overcome all the dirty tricks he can throw at you with ea*c. agility and 
&uce and a haughty Beep Beep Overcome them that fs If you ve got nerves of steel, the 
reflexes of a wild*** and the speed of the fastest bird on two legs, otherwise, Its sorry. 

^^^^ goodnight and -Burp Burp"lll "^^^ ™ 

CBM 64/128 we£9.99 ds £14.99 ATARI ST dsk £24.90 
SPECTRUM 48K £8.99 AMSTRAD £9.99 <- £14.99 



'Tmlemaamm 
' Bust u ied r>f Attn 
I Corparmtiim under Hti 
1 90S W urn*. 
><f Alan Garnet CorpafmUan. 

All rtgtils rfrrvrd 
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U.S. Gold Ltd. 
Units 23 Hotford Way. 
Holford. Birmingham 
B6 7AX. Y \ 
Tel: 02 J 356 3383. 




Hey. you're a real bunch of artist*! How do we know? Well, just take a look at the 
latest screen gems from YOU. There's some truly terrific Amstrad screens from 
none other than Steven Tate from Mllum Keynes who sent us a disc full of goodies 
like the Christians and his epic "Crushed Coke Can" — Is this ART or what? Then 
we've got Steve's Karate Kid spoof. East Enders. Truly wicked this one. Equally 
wicked are David GarbeU's Metallic Avenger, tak^from ajtRj^AVG cover 
and his rendition of Zombie Dawn, which looks Uu^ rugb/out In^^pne town of 
Walsall. Then there's David Sowerby's fine pJB)f ouf marho^nKailber on 
his tnisty Electron. They said it coulM't be <m*eM FioMly, on a musical note on 
the 64, there's James RoberUon's^^Uent flone>^(p^othing screen, taken from 
the Dire Strait* video of u^an^nBe an#a coupl^f other wonder pit* which as 
usual we can't name bemuse #ve ftt^Bgetters! Big slap on the wrists all 
round. Still, as SergijflnWepjJr says^rftj^re getting better all the time — so 
we might get it rigbneAuK. •member, send your tapes or discs to Frame Up!, 
Computer and ViSo Gam. Priory Court. 30-32 Farringdon lane. London EC1 R 
3AU, DONT fotpt to crany mark your entry with your name and address and 
give us any \amng mstrurtions/menu details you think we need to know. And 
watch this Ae to see if we print YOUR picture! 
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AT'S THAT HAUNTING, 
RIE, SCRAPING'NOISE 

Don't worry it's you m~ 

and you are the...*' 4 




^riS^^^ 01 ««* engineering has materialised to haum 

,„ f.t e ^ sys,e ™ and "* lha l «ist upon them. A race ol Masters so feared that 

felnhpl,? r K, ra t , ^ , ; fear i a ln a " one sin » le ' ava «e neoreptilian creatunTthat too has 
felt the cataclysm* tranon , of evolu,,,,, and edfc as the only living example ol the one remaining ufetaXt 

has the strength and cunning to resist the domination of (he Masters, 
inscious determination to perpetuate its tortuous existence the creature roams the lahyrinlhed 
the space aatm seewng the ludden hibernation chambers in which the last remaining memfaTa I to 
i?, , ?T ndwl , " ,n " na '" ,n There ""'y * ™e °biective in its miserable exjstCTce thetoSm 
of as companions and .be ultimate destruction of the monsterous Mallei How much rjain cln ^ih2K 
long cm you last out before once again you can join with spirits of your own kimT 
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This issue, C+VG's 
ever popular 
adventure pages get a 
whole new look. Why? 
Because we want to 
continue bringing you 
the BEST adventure 
news, reviews and 
comment around. 
Other magazines may 
try to copy C+VG but 
no-one comes near! 
What are we going to 
do to the adventure 
section? Read on . _ . 

The Helpline has been 
"^■■jr slimmed down to one 
*V page, lo concentrate 
on the important task ot help- 
ing YOU through the difficult 



parts of your current game! 

The adventure forum, pre- s After nearly 
viously Included In the Hel-%^ selling sotware 
pllne, where your ideas and 



Smaller games, generally 
In the budget class, typically 
but not necessarily Quilled or 
GACked. will have conde- 
nsed reviews, and a single 
Quick Guide rating. These will 
be neither played nor re- 
viewed In such depth as be- 
fore. What we will bring you Is 
the essential details of the 
games, and a rating based 
on a quick Impression com- 
bined with price. This means 
that we will be able, in future, 
to cover more titles In the 
same space, and hopefully, 
not hcve to omit any pub- 
lished adventure completely. 

Hope you like the new look! 
Write and let us know whether 
you do or you don't. It's you. 
the adventure reader, who 
counts and YOUR views are 
Important to us I 

Keith Campbell 
ten years 



mine are aired, now appears 
on the last page of the 
adventure section, and It will 
carry a sting in the taill 

Shh — you-know-whol will 
be coming up with some 
more vitriolic comments on 
the very worst in adventure 
games, the nastiest habits of 
people who play them, and 
the lack of taste and corrpu- 
tion amongst adventure re- 
viewers! 

We will be retaining a regu- 
lar main feature, be It an 
in-depth preview of the latest 
and greatest game, an Inter- 
view with an Interesting 
adventure personality, or a 
complete solution to a game 
you've been dying to solve 
for years! 

Perhaps the main differ- 
ence In the layout, will be the 
review pages. The bigger 
adventures, those with an 
outstanding plot, great tech- 
nical merit, or maybe just a 
huge amount of hype, will be 
covered in greater depth 
than before. And we won't be 
pulling any punches — if we 
don't like 'em, as always, we'll 
say so! 



Mollmerx based in Sus- 
sex, is closing down. In the 
heyday of early home com- 
puters, the name Mollmerx 
was a byword to owners of 
Tandy machines. Having the 
sole right to distribute Adven- 
ture International products. 
Mollmerx Introduced many 
computer enthusiasts to Scott 
Adams' adventures. 

As well as Importing prog- 
rams. Mollmerx had a num- 
ber of its own authors — 
people who had written 
programs and submitted 
them for publication. Among 
these were Brian Howarth. 
whose famous Mysterious 
Adventures were given a 
start in life by Mollmerx, and 
none other than Keith Camp- 
bell, author of three Basic 
adventures. 

Terry Pratt, founder editor 
of C+VG, approached 
Mollmerx during the planning 
stage of the first Issue, seek- 
ing potential writers on 
adventure games. It was thus 
through them that C+VG's 
adventure column came to 
be written by KC and still is to 
this day. [We cant get rid ot 
html Ed] 



yGllsofts Professional 
Adventure Wrfter sys- 
fi^ tern, which enables the 
user to write an adventure 
without the need to know a 
programming language, will 
be gradually released for a 
wide range of machines. 

Already available for the 
Spectrum, Commodore 64 
and Amstrad CPC versions 
are planned for release 
"around Christmas ". Beta test- 
ing Is being carried out by St 
Bride's, whose Jack The Rip- 
per is likely to be the first 
commercially available 
adventure using PAW. 

Commodore and Amstrad 
versions of Ripper, may pro- 
ceed the arrival of PAW itself, 
since a pre-production ver- 
sion will be used, circumvent- 
ing delays whilst manuals 
and packaging are pro- 
duced. 

Meanwhile. Amstrad PCW 
owners should find PAW avail- 
able for them at the present 
time, a CPM version which 
used word- processing for text 
files. Further plans for PAW 
Included Amiga, Atari, ST. and 
IBM machines, for which com- 
pilers will be provided. 
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Popular Computing 
Weekly has dropped 
Tony Bridge's popular 
Adventure Comer. After five 
years. Recognised as one of 
the country's experts on 



work task force. 

Your life is as tedious as 
ever. Your assignment of to- 
day travel to a nearby space 
station and pick up a supply 
of trivial forms. What a bore! 
That Is until you find out that 
your companion for the jour- 
ney is the mischievous playful 
Floyd! 

From the moment you and 
Floyd arrive at the same 
space station, you realise 
that this Is not a routine mis- 
sion. The place Is deserted, 
save for an ostrich, an Arctu- 
rian ballon creatre and a 
brain robot named Plato. The 
captain's log describes a 
breakdown of machinery and 
finally even Floyd begins 
acting oddly . . . 

Stationfall is Meretzky's 
sixth Interactive fiction re- 
lease. As well as Leather 
Goddesses his previous suc- 
cesses include Hltchikers 
Guide to te Galaxy', and 
Planerfali; for which he re- 
ceived for Best Computer 
Software Designer. The prog- 
ram will be available In late- 
June for a wide variety of 
computers Including Apple II 
series and Macintosh XL/XE 
and ST series, Commodore 
64/128 and Amiga. Amdstrad 
CPC and PCW series. IBM PC 
series and MS-DOS compati- 
bles. The suggested retail 
price is £24.99 for all other 
systems. 



adventure games. Tony will 
hopefully be joining C+VG's ^Mosaic Publlshlng s 
review team — making this ^HF P |ans fof a Yes Minister 
magazines coverage of ad\ 



adventure. 



shelved 



adventure unrivalled by any 
other publication. 

Steve Meretzky, author 
of the smash hit, Leather 
Godesses of Photos: 
has got back together with 
Floyd, the robot character 
popularised In Planetfalt. 
now making a come back in 
the sequel — Stationfall. 

In Stationfall you are en- 
listed in the Stellar Patrol. Your 
heroics In Planetfall earned 
your a promotion from Ensign 
Seventh Class to Lieutenant 
First Class ... on the paper- 



some eighteen months ago. 
will come to fruition after all. 
Now retired Yes Prime Minis- 
ter, the game, based on the 
popular TV comedy, and 
programmed by ODE, is due 
to appear later this year. 



Budget specialists The 
Power House has re- 
leased an interesting 
looking two cassette pack- 
age on the Spectrum for 
those who fancy having a go 
at writing adventures. It con- 
tains an Adventure Builder 
System and Artworx graphics. 




Over the past few years, fanzines and clubs for 
adventurers have appeared with increasing 
frequency. KEITH CAMPBELL calls in on The 
Adventurer's Club to find out what they are 
ail about. 



In a good adventure the 
player gets drawn into 
the fantasy as he works 
his way through a good book. 
You're not satisfied until you 
have reached the end, 
unravelled all the mysteries, 
and laughed at all the jokes. 

Unlike the reader, an 
adventure player cannot 
simply progress page by 
page through the story. He 
must solve each puzzle that 
presents itself before he can 
turn the next page. 

However good he might be 
at solving those puzzles, there 
are inevitably times when he 
comes to a grinding halt. 

Perhaps a puzzle has hit his 
"blind spot", or it is just TOO 
difficult (which can often 
mean it is brilliantly simple) to 
crack. What is he to do then? 
Consulting with other 
adventure players is not easy, 
for they don't come a dozen 
to the street — let alone 
another player who has 
played and completed the 
particular game in hand. 

Within 12 months of the birth 
of the world's first dedicated 
adventure column in 
Computer + Video Games. 
letters started to trickle in 
from people who were stuck 
in adventures and had no- 
one else to turn to. 

As the amount of mail 
increased, we decided there 
was a need for an Adventure 
Helpline — a service offered 
by the magazine to help 
adventurers by way of clues 
in print and direct replies by 
mail. 

It was hardly surprsing that 
before very long, enthusiasts' 
clubs started appearing, held 
together with a newsletter or 
fanzine containing detailed 
maps, solutions together with 
general gossip and letters. 

These were the specialist 
forums for the dedicated 
player who makes a hobby 



out of playing the game. 

HENRY MUELLER first 
discovered an interest in 
adventure when he started to 
read the adventure column 
in Computer + Video 
Games. 

He read the articles and 
reviews, decided to give 
adventure a try, and like 
many before him, got totally 
hooked. 

Henry was, at that time, a 
businessman importing 
coconuts from Sri Lanka. But 
he thought to himself what 
better than to combine 
business with pleasure and to 
go into the adventure 
business? More future than 
coconuts! 

Henry decided he'd like to 
provide something more 
than just a fanzine. He wanted 
to offer a really 
comprehensive and 
professional service to 
adventure players, with a 
club atmosphere. 

The Adventurer's Club was 
bom in February, 1985, as a 
limited company. 

The cash was needed to 
acquire the computers 
necessary to cover a suitable 
range of games, and to 
attract members to the new 

" Henry scanned the 
Helpline columns of the 
popular computer 
magazines and sent 
mailshots to anyone whose 
address he could spot. 

The Adventurer's Club also 
wanted to operate a phone- 
in Helpline at various times 
during the week, as part of its 
service. So another vital 
piece of equipment for the 
club was an answerphone 
machine. 

New recruits were coming, 
through a modest amount of 
advertising, but a particularly 
difficulty at that time was an 
organisation called the 



International Adventure Club. 
"People sent off £5 to the IAC 
and heard nothing more," 
said Henry. 'This set us back a 
bit. I can't really blame 
people for treating us with 
suspicion." 

Adventure author Pete 
Austin agreed to become 
honorary president, and 
membership began growing 
at a healthy pace, with ACL's 
attendance at smaller 
exhibitions, like Microfairs 
and Commodore Shows, and 
help from Level 9, who sent 
out the club's advertising 
leaflet with even/ Level 9 
game. But soon near disaster 
was to strike. 

Suddenly last summer, 
everything stopped at ACL 
The phone went dead, letters 
went unanswered, and the 
monthly Dossier mailed to 
members, failed to appear. 

Rumour was rife, but no 
answers were forthcoming. 
Had Henry done a runner with 
the subscription money, the 
bulk of which had just been 
paid In. What was 
happening? Where was 
Henry Mueller? 

The story Involves Henry's 
financial backer, who, in a 
remarkable turnaround, with 
scant regard for the 
members' interests, decided 
to withdraw his support. 

Henry was instructed to 
close the operation down. 
Technically being merely an 
employee, he had no 
executive control over the 
company. 

He offered to buy the club 
outright, but his backer wasn't 
interested -he just wanted It 
closed down. 

So Henry used delaying 
tactics, procrastinating about 
sending out the closing 
letters to members. 

Eventually he managed to 
get his way. bought out the 
shares, and took over 
properly. 

The ACL produces a 
monthly 26 page Members 
Dossier containing reviews, 
hints and tips, and members' 
letters. 
I put it to Henry that many 



fanzines tend to concentrate 
on the obscure, home grown 
adventures. Henry agrees, 
and thinks this Is a mistake. 

Henry is thinking of making 
the Dossier bi-monthly 
throughout the year. 

As well as the Dossier and 
excellent mail order service, 
pleas for help from 
adventurers are answered 
both by phone, and by mall. 

Henry reckons on a 95% 
success rate In answering the 
problems Immediately, with a 
further 2.5% coming from 
members as a result of pleas 
printed in the Dossier. 

Before I left I visited the 
nerve centre of ACL Here 
everything is reassuring well 
ordered. Racks of files 
contain adventure solutions 
and maps for quick 
reference — surprisingly 
Henry finds information 
retrieval quicker from paper 
files than from a computer! 

Our own C+VG Adventure 
Club hoped to make more 
special offers available, but 
this requires a full-time run 
direct mailing operation to 
be successful. 

That Is why we at C+VG 
have decided to hand over 
our membership to ACL We 
found we didn't have the time 
to provide the 

comprehensive facilities we 
know our readers deserve. 

The C+VG Adventure Club 
membership year has now 
expired, and our closing 
Newsletters, we offer a 
special introductory offer to 
ACL as a parting gift. 

We also unhesitatingly 
recommend non-members 
who desire the contact that a 
club offers, to join the 
Adventurer's Club Ltd. You'll 
be in good hands. 

If you are interested in 
joining the Adventure's Club, 
then write to them at 63c 
Menelik Road. London NW2 
3RH, or phone 01-794 1261 and 
request a membership 
application form. The annual 
subscription is £11.95. C+VG 
Adventure Club members 
should watch out for the 
special introductory offer in 
the final newsletter. 




/Lapis Philosophorum is 
■^Jff an adventure fhat 

makes Phil Hardy of 
Worthing (eel sure he is a 
thicko. "Why havent there 
been any clues or questions 
about It In the Helpline?" he 
asks. "Has everyone else 
already solved it?" 

Stop worring Phil! The 
reason (or the silence is that 
yours is the first letter we've 
had about this adventure! 
Perhaps you are the only one 
with courage enough to 
tackle it? Come in you Lapis 
Philosophorum players — we 
know you're out there, 
secretly struggling, without us 
knowing what's going on! 




Phil wants to know how to 
get out o( the city. Any hints 
on what to do with the 
blacksmith, and a list o( things 
more useful than a pig would 
be most welcome, he adds. 

After some time playing 
that 'great classic' Zork 3. 
Frank Stevenson of Hafrsfjord 
in Norway got stuck. Naturally, 
he turned to the clues section 
ofC+VG — but he couldn't 
make any sense out ot the 
reference to spheres in the 
January issues. Ooops! That is 
because we got our knickers 
in a twist Frank — it was really 
a clue for that other great 
classic, Zork 2! 

It you look up to the roof of 
a nearby castle, you might 
spot David Monk, of 
Woodford Bridge. He's stuck 
therel Playing See Ka Of 
Assaih, David asks: "Now 
what?" Try Tony Taylofs 
advice for the really 
desperate in Cheat's Corner 
-that's probably what! 



Matthew Lee, meanwhile, is 
stuck in the public library. All 
those books in front of him, 
and he can't decide which to 
borrow. Perhaps "Do-it- 
yourself Manhole Cover 
Opening" If it's not already 
out. for Matthew is unable to 
carry out this simple 
operation. "Cracker has got 
the gelty, but what else is 
there to do now?" he asks. 

"How do you enter Grigor's 
lair without being killed, and 
how do you get past the den 
near the stumps," asks 
Graham Neilson of Old 
Trafford, who is currently 
playing Souls otDarkon. 
Graham also wants to know 
how to pass the Gargoyle 
Fountain Inside the dark 
tower, in Tower of Despair. 

Stuart Booth of Aberdeen Is 
playing Rick Hanson, Every 
time he enters the missile 
room. General Garantz 
lunges for a button on his 
console. How can he be 
stopped? 

Wording is often difficult, 
even in a very high calibre 
game such as Kayleth, 
described almost 
unanimously by every C + VG 
reader who has mentioned it 
as 'brilliant 1 . It seems to be 
wording that has caught out 
Kayleth playing Stephen 
Bamforth, who lives in 
Hamilton. "Can you tell me 
the exact wording to drop the 
silver rod, the pyramid, and 
the cube into the silver 
socle," he asks. "And how do 
you plant the compost?" 

We are here to help you! 
Paul Coppins rises early each 
morning and solves an 
Infocom adventure. 

To cope with northern 
dialects, we have Steve 
Donoghue, chief translator of 
letters written in Geordie. Add 
to them Matthew Woodley 
who said Eureka and really 
meant it; the elusive duo 
Daniel Gilbert and Adrian 
Bott, and you'll see we've got 
a first rate team lined up to 
come back to you with an 
answer. And just to ensure it 
doesn't run too smoothly, 
there's me. 



Help this month comes from: 
Michael Eikmans. Brielle, 
Netherlands; Stephen 
Bamforth, Ilkeston, and our 
own archives. 
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See Ka OfAssiah can be 
cheated on the C64. says 
Tony Taylor of Thomaby. 
Here's how you do it: 

When the game has 
loaded, answer YES when 
asked if you want to load a 
saved version. Rewind the 
game tape to the beginning, 
and load in side 1. When the 
564 resets, type LIST and it 
should show 0. Type SAVE and 
save it on to a blank cassette. 
Now rewind the save dtape, 
and type LOAD"".l.l. Press 
RETURN, and when READY? 



appears, type LIST, then the 
whole program will unfold 
before your very eyes, 
showing you everytf/ng. says 
Tony. 

The lengths to which some 
people will go... 




lust what did you hiic 
me ior it it wasn't 
my piopammin* 
ability - a numbe 
crunching 
lobot 

What on earth are you doing suffering all these 
hassles???? Why are you working for a nobody, when 
you can work for a somebody??? Why go it on your own 
as the lone independent??? If you are the best then it stands 
to reason you only can work with the best... and that's 
U S Gold. No.l in the UK and Europe for entertainment software 
- year after year, after year and the success keeps growing. 

Licenced imports of the biggest names, arcade conversions of all time 
greats, original concepts years ahead of their time - we give you the 
opportunity to test your talents on the widest possible ranee of 
programming challenges. And what do we offer. 

• Guaranteed payments from a financially sound market leader 
- flat fees, royalties, payments in advance or for outright rights 

... we're flexible to your needs. 




• Professional support with your programming, 
with creative concepts, animation, music... you get 
on with what you're good at we'll help with the rest. 

• Unrivalled sales opportunities - our track record, 
and name speaks for itself when it comes to quality, 
marketing and distribution. Whatever our agreed terms ol 
payment it means money in the bank for you. 

There's only one problem you need to concern yourself with - 

if you believe that you're the best there is, are you really giving 
yourself a fair chance to show it! 

Contact Tim Ghaney or Dave Partington on 021 356 3388 
U S Gold Ltd., Uniis 2/3 Holford Way, Holford, 
Birmingham B6 7 AX 



FROM THE ARCADES-A TIGRESS! 




Imagine Software Limited • 6 Central Street • Manchester M2 5NS ■ Tel: 061 834 3939 Telex: 669977 
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SUPPLIER: INFOGRAMES 
MACHINES: ATARI ST/CBM 64 
PRICE. £24 95 (ATARI): CI 2.9ft/ 
£14 95 CBM CASSETTE / DISK 
REVIEWER: ATARI (KEITH) / CBM 
64 (PAUL) 



P/ISSENGERS 



Passengers on the Wind, 
based on the award- 
winning French comic 
strip by Francois Bourgeon, is 



play. For example. In scene 
one you can confirm: . . ," 
Withoul explaining how to 
confirm', the Instructions 



continue'. . When this first 
search is over, you do not 
use the graphics section 
again.' 
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a vast, sweeping adventure 
set In the ! 8th century on the 
eve of the French Revoutlon, 
with settings ranging from 
England. France and Africa. 

You play the part of a 
daring, idealistic heroine, a 
courageous Breton sailor, 
and a host of other 
characters. 

The game starts easily 
enough, with a large, full- 
width picture, below which Is 
a character window and a 
text window. I was quite 
Impressed with the excellent 
graphics and colour, 
accompanied by music and 
sound effects. 

You call up the various 
characters, get them to 
speak and, by getting the 
correct sequence, progress 
info the adventure. 

If s the first time we've seen 
this type of operation and It 
can be a little confusing. 

The Instruction could have 
been a little clearer They 
read* Just by 
confirmation you can access 
the character you wish to 




Now this Isn't too clear. 
Perhaps something went 
missing in the translation. 
Keith found this very 
annoying. 

As a non-adventure 
player, Paul found the game 
much more enjoyable. 
"Instead of the seemingly 
impossible problem solving 
which are the centre of most 
adventures. Passengers on 
the Wind Involves you In just 
getting the right sequence of 
commands" 

Keith's summing up: "I 
consider myself to be very 
experienced In the 
operation of computer 
programs, especially games 
software, but this one had 
me beat. Eventually I turned 
to the complete solution 
provided for reviewers, but 
how It was to be 
Implemented remained a 
complete mystery," 

Paul's verdict: Passengers 
may not be the traditional 
type of adventure we're 
used to but at least If s 
something new and a 
pointer to what could 
happen In the future 



► VOCABULARY 

► ATMOSPHERE 

► PERSONAL 
B» VALUE 



ATARI ST CBM 64 
N/A N/A 
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TEISKPLE OF TERROR 



► MACHINES: C64. SPECTRUM, 
AMSTRAD, BBC (tall only) 

► SUPPUER: US GOLD/ ADVENTURE 

son 

► PRICE: £9.99 (CASS). £14.95 
(DISK) 

► REVIEWER, KEfTH 

J temple Of Terror is 
another In the Fighting 
Fantasy series ol 
adventures, based on the 
Puffin paperback of the same 
name by Ian Livingstone. 

Starting at the shore of a 
river, you are immediately 
threatened by the drunken 
ctew of a nearby boat. 
Prudence suggests making 
off over the rope bridge 
convenienlly nearby, but the 
adventurer's Instinct warns 
that there must be something 
useful aboard the boat. 

Atrip across scrubland, 
and a welcome rescue by a 
helpful eagle, leads you to 
the desert. With parched 
throat, you arrive eventually 
at the gates of the city of 
Vatos, where your quest really 
starts. 

Here you must find five 
dragon artifacts, before the 
evil Malbordus gets there. 

But first you must get in. and 
here Is a problem with a 



serpent guard, which 
exemplifies a limitation in the 
game's vocabulary, and 
poses one of those problems 
where the solution is not 
hinted at, has to be plucked 
out of the blue, and is most 
unlikely to be hit upon by the 
player, even though simple. 

If s such an unfair problem, 
that I will break a rule, and tell 
you outright that the answer Is 
KICK SAND AT SERPENT, 

In the context. GUARD is the 
noun and SERPENT the 
adjective, yet only the 
adjective Is recognised, and 
sand, although obviously 
present in a desert, is not 
mentioned. 

A lack of alternative 
vocabulary Is also apparent 
back at the boat and bridge 
— ENTER and GO are the 
respective command verbs, 
with no alternatives of BOARD 
and CROSS allowed 

The guard problem would 
have been unforgiveable 
hod there been no BOM 
(back one move] and QSAVE 
facilities, as one false move 
causes Instant death. 

However, these rather 
unfair difficulties are 



somewhat mitigated by the 
fact that difterent 
approaches can be tried 
time and again using BOM, 
with very little effort. 

On Into the city, and 
exploring the labyrinth of 
underground corridors, where 
you'll encounter a variety of 
monsters. 

The instant graphics that 
accompany each location 
are quite effective here, 
portraying the creatures in a 
colourful fashion. 

The text, on the other hand, 
is somewhat lacking, and not 
always logical "Not a visible 
exit" Is a phrase all too often 
seen when, quite clearly, 
either there is such an exit, or 
one can be seenl 

for example, It is entirely 
artificial to bar exits In this 
way In the middle of a 
I visible) desert, and In a 
chamber In which "a ladder 
leads up", CLIMB LADDER 
moves you up, whilst U Itself Is 
nol allowed. 

There are a mixture of 
problems in Temple Of Terror. 
Some are easy, some are not 
so simple, whilst others 
require pot luck. Many are of 



the hack and slash variety — 
simply finding methods of 
Wiling the nasties outright, 
whilst others require a little 
more thought and a bit of 
plotting. 

Altogether, this is not a bad 
adventure, but It lacks that 
subtlety and cryptic quality 
seen recently from Adventure 
Sort in Rebel Planet and 
Kayleth 

Marred, but not ruined, by 
the sort of shortcomings 
reviewers have been 
complaining about for years, 
Temple is not up to the 
standard we ve come to 
expect from those masters of 
adventure af Adventure Soft! 



► VOCABULARY 

► ATMOSPHERE 

► PERSONAL 
*• VALUE 






The year is 2039 AD and the world is balanced on a knife edge 
between survival and destruction The last thirty years have seen an 
enormous expansion of the world's nuclca* arsenal There are now 16 
nuclear superpower nations, each with ihr capacity to tngger the final 
destruction o' mankind Armageddon 1 

in a worid where trust is cnppled by Uncertainty of Response the 16 
superpowers form a desperate alliance the UNN United Nuclear Nations I 

Together they finance and build an enormous network of spy and 
laser defence satellites capable of monitoring, influencing and even 
directly controlling the political, economic and military events of the world 

Control of the network itself resides in an enormous and 
sophisticated satellite, codenamed Orympus and control of Olympus 
»esides in its Supreme Commander often called The Armageddon Man 
who literally holds the fate of the world m his hands 



In this incredible new game scenano YOU have just been chosen to 
become the neirt Armageddon Man Whether you have the necessary 
diplomatic, military and tactical skills to avoid global devastation is 
something you, and the World, are just about to hnd out 

Bach game comes complete with a comprehensive instruction 
booklet a colour vinyl map of the World 9039 Edition ,95 • f 6 1 and 
rwo sheets of vinyl re usable flags to help plot the course of world events 

Spectrum 48 138 Cassette £19 95 
Amstrad CPC Cassette £1 9 95 Disc £19 95 
Commodore 64 1 98 Cassette £ 1 9 95 Disc £ 1 4 95 

Available from all leading software retailers or order today by man 
Prices include postage and packing plus VAT 



mcirtech 



Martech is the registered trade mark of Martech Games Limited, 

Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE 

TRADE ENQUIRIES WELCOME PHONE '0323) 768456 TELEX 878373 Martec G 





THE TOY SHOP 
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cuitom pattami p/aptua. colour and tot to 
MriM paru Tht pact MM tompku with iU tna 
i*w« jOtiD naad to Itart ptlnu^ oM m miUog 
■p W mooM itiiijM twu.T>,.Toraop«B 
RMIMHhM DulleVstaatiroWnror 

Apple, CBM 641 28. IBM £44 .99 



THE PRINT SHOP 

Mow ofun Ml »ou wttrwd M MM MM jour - _ 
wtwair Qnrtnp cm. row MrM i"«r t**<*y 
at am up »o tn ttttftlno. pom Now you an 
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Pratt Shop t M conwt wfBi colourful ptinUd paptr 
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Apple. Atari. CBM 64/128. IBM £39.99 



THE PRINT SHOj 

Thb '4Kifw(lnB program Hi muff for tw*y Prim Shoe 
owntr offering an tnntnctd ortpfjo MM tonumtng 
fcttunn MM w (W mora wmM drawing 
program* It ado KhxlB doiana of MMM n*w 
: i I ' ■ bordtra. grapNa and ■ cabndV dtstgntr 

Apple. Atari. CBM 64/128, IBM £29.99 
HOLIDAY EDITION 

Mart |tw II And btauiNU graph** hr Chrlr.nw. 
Etfttr.llfwVMt.ZChoAOMHilpluitnlncrnnd 
rang* of opt gJMft oorotn and || pwat ooaigni (to 
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Atari. CBM 64/128 £19.99 



BroSund Art toing your computer to life! 



THE PRINT SHOP GRApfAcs LIBRARY 
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Apple- Atari. CBM 64/128. IBM £1 9.99 



U. S. COLD LTD.. Units 2/3 Hotford Way. Hortord. Birmingham B6 7AX Teh 021 3S6 3388. 






round-up 



DUNGEONS, 

/4METHYS, 

ALCHEMISTS 

► SUPPLIER] ATLANTIS SOFTWARE, 
28 STATION ROAD. LONDON SE25 
5AG 

► MACHINE: AMSTRAD 

► PRICE: £1 .99 (ADD 40P P&P FOR 
MAIL-ORDER) 

► REVIEWER! KEITH 

► QUICK-GUIDE RATING: 9 

/ Richard Robinson writes 
^jar adventures (or (un. He 
has come up with this 
GACked graphic adventure 
which is certainly fun — an 
Irreverent satire on other 
adventures. Saucy and 
suggestive, it is not 
recommended (or the under 
kjs. Did I say Irreverent? Oops, 
1 forget the nunl 

Set in the land of the Dark 
Lord Tite Arz, starting off In a 
dank cell smelling of armpits 
and urine, and facing a large 
glob of green slime, your first 
task is to escape the prison, 
whose exit Is barred by a 
VERY large, heavy, steel- 
banded, strong, locked, oak 
door. 

Meanwhile, explore the 
dank canves and passages, 
pick up the pansy left by a 
flower-throwing dwarf, admire 
the pastel shades of the 
stalactites, while you sort the 
escape problem out. 

Once outside, you will want 
to visit the Flatulence Rock, a 
local tourist attraction, whose 
feature is a very strong 
snorting wind. A quick bout of 




dragon slaying on your part 
helps you make It to the 
alchemist, but you don't 
make it with the maiden! 

DAA takes you from Sandy 
Shaw to the Heights of 
Absurdity, In an adventure 
that Is genuinely funny and, at 
times, amusingly outrageous! 

/MAGNETIC 
/MOON 



FORGOTTEN 
CITY 



► SUPPUERi THE ELK ADVENTURE 
CLUBj 2 THE BEECHES, TILBURY, 
ESSEX RM18 BED 

► MACHINE: BBC AND ELECTRON 

► PRICE: £4.95 

► REVIEWER: KEITH 

► QUICK-GUIDE RATING: 6 

/You are Mike Ertln, 2nd 
Lieutenant of the United 
Planets Survey Service 
spaceship, Stellar Queen. 
While In the Pleiades cluster, 
you lose contact with our 
sister ship, Stellar Princess. 
Your captain takes Queen to 
the last reported position of 
Princess, near an earth-like 
planet with three moons. 

As you approach, the 
Queen gets drawn Into the 
largest of the moons, bigger 
than that of the earth's moon, 
by a powerful tractor beam. 
Averting a near-certain crash. 
Queen lands on the moon, 
and discovers the beam was 
emanating from an 
underground alien 
installation nearby. You avoid 
the official investigating 
party, and decide to deal 
with the aliens yourself . . . 

Written with the Quill, and 
inspired by the story Sargasso 
of Space by Andre Norton, 
you first task is to get off the 
ship unobserved, in this three- 
pa rter. 

Text only, with rather sparse 
location descriptions, there 
are a number of timed 
messages that have to be 
read quickly, or are lost 
forever. 

Originally offered to 
membersf of the Elk 
Adventure Club on 
subscription, Magnetic Moon 
is available by mail order 
only. 



► SUPPLIER: HAWK ADVENTURING; 
29 HALLOWOATE, BARBURGH, 
DN5 7BH 

► MACHINE: SPECTRUM 

► PRICE: £3.50 

► REVIEWER: KEfTH 

► QUICK-GUIDE BATING: 0 

/Reports from an earth 
^^^t monitoring satellite 
^P^have pinpointed a 
source of radiation coming 
from the open sea in the 
Atlantic. You become 
convinced that these 
emanate from the legendary 
lost city of Atlantis, and 
become Interested in the 
many myths surrounding It. If 
Atlantis does exist, then so 
might Neptune's Power 
Trident! 

Here you get the chance to 
explore Atlantis, in this 
Quilled graphic adventure. 
Neatly presented on screen, 
with some nice detailed 
pictures and a smart 
character set, this is an 
above average home grown 
adventure. 

Despite my own 
reservations about Atlantis, 
which I always thought to be 
under the Mediterranean 
(didn't the invading Treen 
spaceship blow up and let 
the Atlantic in through the 
Straights of Gibraltar? — Dan 
Dare, Eagle, December 8th, 
1950) here Is exceptionally 
good value for money. 



THE 

CROWN 



► SUPPLIER: WRIGHTCHOICE 
SOFTWARE; PO BOX 100, TROON, 
AYRESHIRE KAI 0 6BD 
MACHINE: SPECTRUM 

► PRICE: £3.95 

► REVIEWER: MATTHEW 

* QUICK-GUIDE RATING: 7 

/ The Crown is the first in a 
j^At three-part series called 
The Quest, and takes 
you to the land of Tharg, once 
ruled by the popular King 



Rasselhague, whose evil half- 
brother. Chaleb, has 
overthrown him. 

Chaleb sold his soul to 
eternal damnation, which 
gave him formidable powers. 
His goody goody half brother 
captured and tried him, but 
being a decent sort of chap, 
decided rather than kill him, 
to banish him to a barren 
place called Acrux. 

The King and Queen 
settled down to start a family 
and the result was you, Yed 
Prior. To cut a very long story 
short, Chaleb eventually won 
a big battle with the King and 
became the ruler. Now 21 
years later, you have 
become a responsible adult 
and must defeat the 
unsuspecting Chaleb. 

Not bad value at all, and 
available by mall order. 

SCHOOL 
CAPER 

SUPPUEP: MAGIC REALM 
GAMES 

► MACHINE: SPECTRUM 

► PRICE: £2.50 

► REVIEWER: KErTH 
QUICK-GUIDE RATING: 5 

If you go to this school, 
^and know the 
■characters, then I guess 
it would make an extremely 
amusing adventure to play, 
especially in the company of 
your school-mates. 

But is It your school, Nell? If 
the names Natalie Clements, 
Prof Peters, and Tagwen, 
mean anything to you. then 
you'll probably appreciate 
visiting the history room, 
English room, and deserted 
canteen. 

A comic game by A. P. 
Innes, with plenty of lavatory 
humour In the lavatories, this 
Quilled effort suffers from 
some of the slowest, plainest 
and least colourful graphics I 
have yet seen, and a messy 
text display. Trivial, but faintly 
amusing. 

Oh. and by the way, Innes, 
there is no 'E' in PARADING. 
Take 100 lines. 



Could this be the greatest 
collection of American games 
ever assembled in one /pack ? 




MIC EOSELL 



MICROSELLS — It costs only £1 to advertise in Microsell! 



Warning: It is illegal to sell 
duplicated or pirated soft- 
ware on tape or disc. You 
will now be liable for pro- 
secution. All suspect 
advertisements will be for- 
warded to the Federation 
against Software Theft for 
further inspection. 

THE PAYOFF SOLVED: Solution for 
only 75p + SEA Irom 8 Heather 
Close, Sirhowy, Tredegar, Gwent, 
cheques or POs made pyable to 
Jonathan Ourman. 

MSX software lo swap, e.g. 
cassettes: Avenger, Trailblazer, 
Goonies, Rollerball, Rambo and 
other great titles. All letters to: Dick 
Bijl. Harum Tiesingstraatz 77416R 
Coeworden, Holland. 

SPECTRUM 48K owner wishes to 
swap latest software. Lists to Neal, 
19 Capstan Road, Mizzen Road 
Estate. Hull, HU6 7AT. All letters 
answered. 

ATTENTION 1 An amazing 455 pokes 
for top games (FIST II etc.) Only El 1 1 
Just send SAE to Chris Hill, 17 
Lansdowne Cres., Worcester, WR5 
BJH. 

I WOULD LIKE to swap games etc 
with crews all over the world for 
latest stuff. Contact 0222 756 702. 
Ask for Mark. 

CBM 64 games (49) inc. Mercenary, 
Druid Beyond F. Forest, worth about 
£320, + selection of mags - book of 
60 programmes. The lot £1 30 o.n.o. 
tel. (0925I 753076. 
ST SOFTWARE to swap 100 games 
approx. Write to Darren, 145A 
Valetta Road, Acton W3 London 
7TA. All letters answered. (SAE if 
possible). 

QL colour monitor Microvitec Cub 
653. 6 months guarantee. Excellent. 
CI 10 o.n.o. Twelve microdrives £5. 
Wanderer and Karate C7 each. Tel 
0245 73674. 

ATARI 800 1050 disc drive data 
recorder. Top class software on over 
70 discs. Trackball books, mags. 
Please ring (0642) 780243 after 5pm. 
£200 o.n.o. 

CBM 64 OWNER wishes to swap 
latest games. Disk only. Disks or lists 
or both to Alan Chapman, 65 Lime 
Grove, Doddinghurst, Essex CM15 
OQX, England. 

CBM 64, C2N, Quickshot II £700 
software including latest titles, 
books, magazines, etc, value over 
£1 000, first offer £300 secures. 
Phone John Edinburgh 661-2660 
between 6pm-9pm. 
AMSTRAD CPC 464 games for sale 
or swaps. Including Aliens, Gauntlet, 
and more. Send list to S.A. Harris, 90 
Glenorchy Court, Balfarg, 
Glenrothes, Fife, Scotland KY7 6XH. 
ATARI 800 fitted with impossible. 
(52K) Atari 81 0 disk drive fitted with 
Happy Rev 5.2 and Rev 7 £1 50. Geoff 
051424 4243. 

CBM 64 Software for sale. Also data 
recorder. 32 games. All originals 
worth £350, accept £175. Send sae 
for list: F Dominy, 118 Broadway, 
Minster on Sea, Sheerness. Kent, 
ME12 2RT. 



MSX GAMES FOR SALE IN TAPE 

Invaders — Galaxia — Pacman — 
Hyperolimpic — Telebunnie — 
Sparkie — Crazytrain — 200T — 
Feud — Ghostbusters — Hero— 
Pitfall II — Riverraid. Claudio Lestan, 
6 Linden Road, Scarborough, Y012 
5SN. 

£££££ Make money with your 
computer. Send just £3.50 for our 
amazing handbook packed full with 
money makers to: L. Francis, 131 
Leicester Road, Barnet, Herts. 
SYNTRON DIGIDRUM 3 complete 
with editor for the C64/128. £60. Also 
100- games on disk. Write to: T. 
Blanchot, 57 Rue Des Fougeres, 
57070 Metz, France. 
WIN MPS 803 PRINTER. Send 5 of 
your best CBM 64 game's disk or 
tape, returnable to, Sureshot. 23 
Ashover Avenue, Dovecot. Liverpool 
L14 0PE. 

FOR SALE CBM 64. Two tape decks, 
two joysticks. Over £200 of the latest 
original software. Complete with 
CBM 64 carry cases and magazines 
worth over £350. Quick sale £180 
o.n.o. Phone (0272) 681853 now and 
ask for Chris. 

CBM 64 — one year old, data 
recorder, 2 joysticks — years 
guarantee, 1 00 original games — hit 
packs 1 + 2. 100 magazines, £190. 
Excellent condition. Tel: 0274 
572807. 

CBM 64, 4 months old, tape deck, 
light pen, speech synthesiser, 
keyboard, £1 50 of software, cost 
£400, sell for £290, offers wellcome, 
phone Harwich 304362. 
128K Spectrum plus data recorder 
Quickshot II joystick and interface 
with over 60 games worth over 
£400. Sell for £180. Tel: 803 6770 for 
Bobby. 

ATARI 520ST. DIY Imeg memory 
upgrade (Soldering experience 
needed) cost approx £25. full step by 
step instructions only £2.50, 47 
Holland Road, Chatham, Kent. 
64K MSX FOR SALE. With tapes and 
cart's, v.g.c. £60 or will swap for 
spec, hardware. Phone Slough 
46168. 

ATARI 800XL, 1050drive. lOlOtape 
unit, joystick, software, books, blank 
disks. Cost over £400 — sell for £150. 
Tel. Neil on London (01) 231 9543. 
BBC COMPUTER, £200. Viglen dual 
400K drive £200. £600 software tape 
and disc — £200. The lot £550. Ian 
01 -878 0068 evenings only after 
7pm. 

CBM 64 MAD PRICES! Ballblazer, 
Korinis Rift. Sizzler all £4. Baseball, 
Zaxxon, F. Warrior £2.50 and 
hundreds more. Send sai to VSJ 42 
Wilkinson Way, London W4 5XB. 
ATARI originals to swap. Titles 
include: Hardball, Worm in 
Paradise, Knockout Boxing and 
many more. Ring (0480) 61535 after 
4pm and aks for Mathew. 
CBM 64 FOR SALE. With data 
recorder, games. Gauntlet. Super 
Cycle. Impossible Mission and many 
more, joystick, books £200 o.n.o. 
Glasgow (041 ) 942 8682. 
BACK ISSUES OF C- VG, December 
'82 to February '84 and Home 
Computing Weekly No. 6 to No. 47. 
Offers or swap for CBM 64 software. 
Tel (0782) 519552 Ask for Andrew. 



THIRTY SPECTRUM POKES FOR 
NEW GAMES. Pokes include Dandy. 
Scooby Doo. Space Harrier and 
many more. First three orders get 
refund. Send C90 tape with £1 .30 
cash in tape cover + name & 
address. UK ONLY. No s.a.e. 
required. Bolton. Upper Unstead 
Farmhouse, Bromley. Guildford, 
Surrey. GU5 0BT. 
ATARI ST software exchange club. 
No membership fee. Send large 
s.a.e. to ST Exchange Club, Landing 
House, 3 Rawcliffe Landing Shipton 
Road. York, Y03 6XL. 
SOFTWARE SALE. 33 Games Inc. 
Dan Dare breakthru Hardball, Fist V. 
Decathlon cassette, 50 and more. All 

originals £35 ono. Ring Will 061 794 
2079 

AMIGA FREAKS everywhere ! Swap 
the newest games and programs. 
Send your lists to Neil Bateman, 56 
Gorsedale, Sutton Park. Hull, 
Humberside HU7 4AT. England. 
CBM 128. 1541 Disk Drive. MPS 803 
printer, data-recorder, hundred + 
disks. Hundreds of games, joystick, 
compunet moddem. £400 o.n.o. Tel: 
(0554) 755567. 

CBM 64. Penpals wanted, also for 
the Amiga. I have all original games. 
All letters answered. Stephan 
Artmann, Danzigerstr, 43. 3472 
Beverungen, West Germany. 
FOR SALE. Commodore 64, two 
cassette recorders, joystick & over 
£400 of games including. World 
Games. Championship Wrestling, 
Parrallax. Space Harrier. Summer 
Games 1+2 plus many more. 
Bargain only £1 70 o.n.o. Tel. 0784 
247830. 

CBM 64. Owner wishes to swap 
games on disk. I have 1,000 I titles. 
Write to: Ray Turner, 31 Lincoln 
Avenue. Gorieston. Great Yarmouth, 
Norfolk NR31 7NL. 
DISKS 5 W £6.20 for 10M DS/DD inc 
P+P also software to swap. Contact 
Craig Heathcote, Oeckham Hotel, 
Old Durham Rd, Gateshead, Tyne & 
Wear NE9 3TR. 091 478 1 249. Don't 
wait, write or phone now 4-6pm. 
Anytime weekends. 
SPECTRUM PLUS - joystick, 
interface + Joystick • Tape 
Recorder t Magazines + Books 1 
over 20 games all originals only 
£1 50. Phone Paul 31338 after six on 
weekdays. 

CBM 64 ownr wishes to swap all 
over world. Disk only send disk or 
list to 92, Spencer Beck House, 
Middlesbrough, Cleveland. England 
TS7 9P2. 

BOXED CBM 64 plus £400 top 
software and joystick perfect 
condition new system forces sate 
£190. 0344 761587. Surrey. Berks 
Area. 

COMMODORE 64 for sale. Includes 
cassette unit Idamaged lid, but 
works 1 00%), a joystick, and many 
utilities: Datel sound samplers, 
Simons Basic. Graphic Adventure 
Creator, Oxford Pascal, and 
Introduction to Basic part one. Also 
several books including the 
Programmes Referepce Guide. 
Whole lot for £200 ono. Please write 
for full details to: Tim Leighton. 6a 
Bath Terrace. Tynemouth, Tyne and 
Wear. NE30 4BC. 



COMMODORE POKES, hints and 
cheats for your 64. Our successful 
booklet, covering 70 top games like 
Uridium, Paradroid and Spindlzzy, 
costs only £1.50. Post now, cheques' 
wrapped coins to Robert Burgess 
(C&VG), 1 MiddlefieldRoad. 
Rotherham. S60 3JH. Written 
enquiries welcome. 
SPECTRUM POKES. Our successful 
booklet of 70 infinate live pokes 
covers top games like Ligntforce, 
Space Harrier, and Scooby Doo and 
costs only £1 .50. Post now, cheques/ 
wrapped coins to Robert Burgess 
(C&VG), 1 MiddlefieldRoad, 
Rotherham South Yorks, S60 3JH. 
Written enquiries welcome. 
BBC B 1.2 OS computer and sure 
shot joystick and Bush Cassette 
recorder. 105 games inc: Elite, 
Commando, War. The Sentinel, 
Psycastria, Thrust, Strike Force 
Harrier, Match Day, Way of the Ex. 
Fist, Jump Jet Pilot, JSW, Winter 
Olympics, Int. Megasports plus 
many more. Worth CI 100 plus. Sell 
for £500 ovno. Will consider selling 
separate. Apply Hull ext 26 6401 15 
or 640155 and ask for Jason. 

BUY OR SWAP ZX-SPECTRUM 
GAMES? We have over 300 titles 
including top 30 chart hits like Art 
Studio (lenslock cracked). Strike 
Force Cobra, Batman, Movie, Green 
Beret, Ghost n' Goblins, Nightmare 
Rally, The Great Escape, Dan Dare. 
Space Harrier, Trivial Pursuit, Heavy 
on the Magick and many more. 
Interested in buying our games 
(only £7 for 25 games, including 
tape(s) and postage) or swapping 
with The Final Crew then write to R 
Geerling, v. Soutelandelaan 51. 2597 
EW Den Haag, Holland. Or call 070 
242798. 

LOOK! Spectrum 48K plus saga 
keyboard £300 of software. Joystick 
interface. Light pen. Robot, 
Spectrum only £1 50 Tel : 01 397 
6119. 

COMMODORE 64 software for swap 
and sell. I have the latest games 
originals only send to Mohammed 
Sadawi, PO Box 9058 Jeddah 21413 
Saudi Arabia. 

COMMODORE 64, 1541 drive, C2N 
tape recorder, back up board, expert 
cartridge built in ESM, 3 joysticks, 
world games, Leviatian, 50 disks 
minto condition £400 ono. Tel: 021 
788 8747 ask for Derrick. 
ATARI ST USERS. World Wide 
wanted to swap software (originals 
only) Please send lists to G 
Whitehall. 1 Bladnoch Drive, 
Blairdardie, Glasgow G15 6LA, 
Scotland. 

ANC software group Holland seeks 
contact with C-64 and Amiga Users. 
Write to P Wijgerse, Adtswoude 52 
2626 ND Delfit, Holland. 
FOR SALE — Acorn Electron. Plus 1 
expansion unit, data recorder. ACP 4 
Double density, voltmace joystick, 
leads, manuals, and carry case. £100 
worth of software such as 
Ravenskull, computer Hits 6 etc. 
Many magazines all for £1 1 0. All in 
excellent condition Tel (01)979 
7203. 

ATARI 850 interface wanted. Phone 
after 6pm on Rochdale (0706) 32019. 
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fOR WAIL ORDER CUSTOMERS CALLERS PHASE SEHO CHEQ P 0 TO 
S.C.S. (DIPT CVCIi 655 GREEK LANES LOUDON N8 OttT PSP iNElUDfO 
IN UK EUROPE "DO D PER ITEM ELSEWHERE ADO (2 PER ITEM SEND A 
SAE FOR FREE LIST C6* SPEC AMSTRAO BBC ATARI ST AMIGA IBM PC*' - 
Please specify compoter Type Prione os tor the ialesl news on 
me Nmetendo and Seqa Systems Above discount valid until 
16 08 87 only 



PERSONAl CALLERS PLEASE PRODUCE THIS ADVERT AT EITHER SHOP 
FOR ABOVE DISCOUNTS TQ SHEKHANA AT COMPUCEHTRE UNIT 5. 
771 TOTTENHAM COURT ROAD LONDON W1R 9Af 
(NEAREST TUBE SIN - G000GE ST I OPEN 6 OAYS A UfEE* 
10 00AM - It 00PM. OR 655 GREEN LANES LONDON NB NY 
Nr TURHPIHE LANE SIN) 

I DENOTES ITEMS ONLY AW LAB IE FROM 655 GREEV LANES N80QY 



ACCESS AND VISA CARD ORDERS 
H 01 348-2907 fl 01-340-8565 ffi Ot -631 -4627 
CREDIT CARD OROERS DESPATCHED SAME DAY 
SUBJECT TO AVAILABILITY 
ALL NEW RELEASES ARE SUBJECT TO RELEASE DATES 
FROM SOFTWARE HOUSES. 
PLEASE RING TO CONFIRM AVAILABILITY 
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orders (Sterling only please). Made payable to: 

Cut Price Software 

Unit S, Stort House. Riverway, Harlow. Essex CM20 2DW 
24 HOUR ANSWER PHONE (0279) 24433 OR (0279) 31956 



3-X10E25.99 



Blank disks 
5% « 10 £5.99 



3Vfe * 10trom 12.95 



NATIONAL COMPUTER LIBRARY 



Hire Software 
Before You Buy It 

•> NOW UNDER new management 

4f> OVER 8,000 different titles available for hire for the 

COMMODORE. SPECTRUM, ELECTRON. BBC. AMSTRAD all 
models, ATARI, and MSX computers and now ATARI ST. 

4> ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS 

software too. 
4> HIRE PRICES from only £1 .00 INC. P&P. 

♦ 20% DISCOUNT off all purchase software. 

♦ LIFE MEMBERSHIP £6.00. Hire vour first title FOC. 

♦ FREE CATALOGUE. 

4f> FAST RETURN OF POST SERVICE (if reserves are given). 

+ ALL GAMES manufactured ORIGINALS with full 
documentation. 

4> EUROPEAN members welcome. 

♦ UP TO 65% OFF software, regular sales lists sent to all 
members. 

+ Full computerised system keeps track of your order. We pride 
ourselves in being the most professional Hire Library in the 
United Kingdom, with experienced staff who know what the word 
service means. Backed by our own software company and 
programmers. 



Send large S.A.E. now for free catalogue. 

NATIONAL COMPUTER LIBRARY 

1 Walkers Road, North Moons Moat, Redditch 1338 9HE 0527 591450. 
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Commander John Stryker is back In CODENAME: DROID 



Slryker's Run was one of our most successful releases of 1986. It stayed 
at the top of the BBC Micro software charts for six weeks and received 
several glowing reviews: 'The graphics are stunning . . . This should be 
in every collection" enthused A & B Computing. 
Now CODENAME: DROID presents a new challenge for Commander 
John Stryker. He has been commissioned by the Allied Nations to 
undertake another perilous mission In their continuing struggle 
against the warmongering Volgans. 

His task Is to locate and seize the Volgans' latest weapon: a new 
spacecraft (codenamed the 211) which Is equipped with the 
revolutionary matter/a nil- matter warp drive facility. Stryker must land 
on the mysterious planet Volga, penetrate the Volgans' underground 
defence systems, find the spacecraft and requisition it. 



As Stryker descends below the planetary surface, he will 
pass through 4 different zones of Volgan activity:- 

• The Surface Defence — on array ot steel girders, ropes and 
chains lies coldly between the crusted white rock walls. 

• The Ancient Shrine — a stone-walled temple bedecked with 
hideous gargoyles and rusting chandeliers 

• The Crew S Quarters — the Volgans' relaxation area: tables and 
chairs are arranged invitingly amongst the essential ventilation 
pipes j| 

• The Missile factory - clinical psuedc-metallic walls surround the 
missiles, bombs, and computers of the evil Volgan race 

Your character In the game can jump run, kneel, crawl, 
climb up and down ropes, fire his laser blaster and drop 
mines He can also fly for short distances using his jet-pack, 
and access Information via his wrist terminal computer. 




BBC Micro Cassette £9.95 Acorn Electron Cassette... £9.95 

BBC Micro 5'M" Disc £11.95 Acorn Electron 3Va" Disc. £14.95 

BBC Master Compact 3Vi " Disc £14.95 

The screen pictures show the BBC Micro version ol the game 
The graphics ot the Acorn Electron version are indentlcal. 



/SUKMOft 



Umrfed 



AGOR NStFT 

w 



D*pt. C04. Regent House. Skinner lane. Leeds L57 1AX. Telephone. 0532 459453 



Prize Competition 

If you complete the entire CODENAME: DROID mission, you can 
enter our competition. 

Prizes Include 1 talking remote-controlled robot, 5 small remote- 
controlled robots, £150 In cash, and competition certificates 
sing Date: 29th February, 1988. 
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24 HOUR TELEPHONE 
ANSWERING SERVICE FOP ORDERS 



OUP GUARANTY! 

• Alt mall orders are despatched 
within 24 hours by fluf-clast pod 

• Postage and pocking is tree 

• Eourty cassettes and discs will be 
replaced immediately 



MASK, already 
a best-sailing toy, 
highly successful 



Mi 



serin 



ins i on — tne 

Graphics has just released 
ine with another to follow at 
C - VG as we venture Into the 
id their deadly foes, the agents 



mine 



where 



illusion and reality, truth and 
deception exist side by side, 
a world of sophisticated 
vehicles and weaponry, and 
a constant battle between 
good and evil. 

This Is the world where the 
agents of MASK — Mobile 
Armoured Strike Kommand 
— bravely try to counter 
terror and (ear spread by evil 
genius Miles Mayhem, 
leader ot VENOM, the Vicious 
Evil Network ot Mayhem. 

MASK is headed by Matt 
Trakker, dedicated to the 
eventual demise ul the 
ruthless killer Mayhem. 

Trakker and his (cllow 
MASK agents operale out of 
Boulder Hill. What appears to 
be an ordinary petrol station 



Is. In fact, the MASK 
headquarters. From here 
MASK agents wage their 
counter war against VENOM. 
. This is the background 
against which the Gremlin 
Graphics game is based. 

A battle between the MASK 
agents and VENOM (Vicious. 
Evil Network of Mayhem) has 
left the planet battle scarred 



devoid of lite. 
VENOM has 
abducted Matt's 
fellow agents and scattered 
them on earth, throughout 
space and time. 

The task of recovering 
them falls to Matt— the only 
agent still at liberty. 

Together with the war 
damaged Thunderhawk, his 
own special transporter, Mali 
embarks upon a journey 
through space and time in 
search of his colleagues. 

After having located his 
own special mask, his route 
takes him through four 
dimensions of time as he 
scans the earth for the 
missing agents. 

VENOM has scarred the 
planet by creating huge 
space craters while landings 
and Matt can use these as 
entry points between earth 




earth, danger awaits Matt — 
codename Hunter — in the 
form of flying boulders, 
runaway trains and live 
volcanoes. 

Matt must navigate 
Thunderhawk through these 
perils, collecting items which 
may aid him in his quest and 
at all costs, avoiding the 
hostile VENOM patrol craft. 
These craft can be destroyed 
either by being shot or 
bombed, but bombing has 
the added danger of self- 
destruction for Matt If he 
doesn't escape before it 
explodesl 

In the event that 
Thunderhawk incurs danger- 
level damage, a repair kit 
may be collected and used. 

Various weapons can be 
used by Matt — all will gain 
htm points and the obvious 
advantage of defence, but he 
must remember throughout 
to be on the look-out for the 
security key pieces. 

Each key Is made up of 
four pieces and once 
assembled the key will allow 
Matt access to a scanner. 
The activated scanner will 
point to where an agent Is 
located, and tell Matt when 
he is near. Once he has found 
his agent, they must both 






MASKS until they find the 
agent's own missing one. 
Matt has to roam all the 
different time periods and 
collect the agents from each. 

Matt must travel around 
each of the different time 
levels in his effort to rescue 
the agent and, to complicate 
matters further, he has a 
time limit set on him 
throughout the journey. If he 
falls to complete his mission, 
or if Thunderhawk Is 
damaged beyond repair, Matt 
will lail. If he succeeds, he 
and the rescued colleagues 
must compete in a final 
bloody pitch battle against 
VENOM. 

The four random time 
locations in which Trakker 
can find himself are Present 
Day, Far Future, Pre-Historic 
and VENOM base. There are 
two MASK agents in each 
location. Each scanner can 
only work when four pieces of 
a security key have been 
found. Each level hasten 
keys. Two are bogus. 

The keys are small 
squares with blocks painted 
out. Drive over them to pick 
them up. 

Agents will be imprisoned 
In various locations, not all 
of which will seem obvious. 
You will have to blast your 
way past obstacles using one 
ot the bombs you are able to 
collect during the course of 
the game. As the bomb 
defuses, the dotted 
silhouette at the base of the 
screen will be reduced. 

When the agent has been 
rescued, a status sheet, 
identical to that shown when 
examining a mask, will 
appear. Take the agent b.ick 



damage. It this is not 
done, Matt will die. To add 
pressure, a time limit is also 



to the time entry point and 
then embark upon the search 
for the other agent on that 
level. 

Throughout the game there 
are various perils: different 
time levels house particular 
types of adversary. 

On Present Day you will 
have to deal with VENOM 
tanks and jeeps, runaway 
trains, falling boulders to 
name but a tew. Also, Floyd 
Malloy.the deadly VENOM 
agent, will be in constant 
pursuit throughout ail levels. 
Thunderhawk will incur 
damage whilst transporting 
you through the various 
screens; a repair kit may be 
collected to reduce the 
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set — 5000 convenient units 
ticking steadily away at the 
bottom of the screen. 






I 



10115 




FEEDING PROHIBITED 
► HYDROFOOL 




Could YOU be the CHIP CHAMP we're 
looking for? Along with VIDEO A CHIPS 
the T.V. computer show, on I.T-V 
television every Wednesday at 
4.20pm, we're searching for the 
ultimate computer game champion. To 
enter all you have to do is send us your 
scores on three out of the five games 
listed below, cut out the coupon 
send it to Computer and Video 
Chip Champs, Priory Court, 30- 
Farringdon Lane, London EC1R 3AU. 
You'll also be able to find entry details 
in TV Times. 

C+VG will be helping to organise the 
qualifying rounds — but the Grand Final 
will be played out ON the VIDEO A 
CHIPS show. So YOU could be showing 
■r game playing skills in front ai 

today! 

• The qualifying games are Uridium, 
Enduro Racer, Sentinel, Hydro fool and 
Arkanoid. Remember, you don't have 
to own all five games to enter — scores 
off three of the games will do. And don't 
forget to get a Mend or parent to verify 
BEF^JRE you send thorn in. 



CHIPS CHIP CHAMPS ENTRY 



VIDEO 
FORM 

N« 



Qualifying 
Uridium: _ 




Hydrofoolz 

Arkanoid: 

Scores verified by: 
Computer owned 





personal 16 hole qoW count/ 

(DM) 

• More tree* (uplo 192 prr 
hole), imps and rough. 
9 Practke pulling green *n<j 

# Improved graphics And pi 
lf*< lease uWitultv and *drl re-aii 



U.S. Gold proudly pi esprit the final 
ot your skill an*1 ju»i#ieiricnt. the untu 
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ernoard 



il have challenged 

ty f cproAirrrf Tor i 





- the. Ultimate 



stress Cn-cfc 

And the fourth, the "GaunUet CoCntry Club" has been specifically 
designed tor the "World Class Leadcrboard" challenge - only thos 
who can master the testing conditions 

of the best golf courses in the world will came near to masterina 

"The Gauntlet". 

Whether at novice, amateur 01 

professional levels. "World Class a^L 

Leaderboard" will challenge you with 

the same demanding strategy, skill % 

and decision making options set ^a^sw 

by its real life *] » 

counterpart. a? > I H * 



r 



irhe Gauntlet - designed lo create tl>e greatest lest ot a 
luolfei s true skills and abilities Few courses combine such a 
feeai thing trial ot accuracy and courage, harrowing and 
ftjwllous m the extreme. 

EUROPEAN COMPUTER 
GOLF CHAMPION 1987 

In honour ot the outstanding excellence o( this, the 
ultimate golf game. U.S. Gold have organised a 
competition lo find the European Computer Golf 
Champion of 1 98 7. In every World CIas» Leaderboard 
game there 1* a scoreboard. Practice youi skills, lest 
your courage and then play youi best possible round 
on the Ultimate course - The Gauntlet - Record your 
beat score, have H verified 1 by an Independent wit nest 
and send it to U.S. Gold. Movlce, Amateur and 
Professional - there's a prire for each:- 
j^aaa Professional: a full set of Ping goll clubs - "the 
I ultimate club in the world " 

■ Amateur: ,i full set of Gallagher golf clubs - a 

■ superb asset In improving your game 

I Novke: 10 tree golf lessons with the "teaching 
I professional" of your local go II club 

■ When all entries have been received 

1 - rising date 31st September 1987 - ihe top 

■ four players at each level will be called to a 
H central venue lo ptay-ocl for 

ft the title European Computer 
Jftj ft Golf Oiamplon 1987 and 
I receive their trophies 
I and i Hires. 
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CBM 64/128 £9.99 T APt £14.99dTsk 
AMSTRAD £9.99 tape £14.99d.sk 
SPECTRUM 48/ 1 28K £8.99 tape 
SPECTRGM + 3 £12.99oisk 



■creed thai* twin CUM 6 J t?f. •r-'uK" 



U.S. Gold Ltd.. Units 2/3 Holford Way. Holford. Birmingham B6 7 AX. Tel: 021 356 3388. 
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The heat 
is on! The 
weather 
may be bad 
but these 
pages are hot. 
Buckle your 
swash for Pirates, 
head for the heights 
with Gunship, and 

■ # m f! u . lge ln a summer 
l Affair. Saxion man 

Stavros Fasoulas is back 
with Quedex. If s a-Mazing. 
That s |ust four of the hot 
games hitting the streets 
this month. 




[SHIP 
FORCE: 32 HEH 
MORALE: ANGW 



SI&BEARO 
39 HEM 
FIRM 



S5J5J35J:iJ 
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thaiatoot 
Jiamoyot.. 
SifuwbutUr Stavros FnouUft. 
Tbo takotcd rinnHh ^rammer b*» 
Ufetn a Lf - • - from creating stunnlnr 
ihoot 'tin ap« to produce Quedax — 
• multi-pucne nut typo (ime with as 
maoy a*4 MM styles of gamoplay as 
you could possible want Quod ox it 
short for the Quest for UHfmate 
Dexterity — anil you'll naed it to guide 
row bou n c ; ball around the m«o> 
•long the race tracks and through the 
many totoport* you'll encouotir. The 
g«me Is amazftag* urn-friendly. YOU 
c h what I wets you play and In 
what ©roar. Ho camepiay Aetata* by 
tho pfOKrafmnar hfrn\ Quedex Is on 
ra* way from Thalamus wry soon — 
only for tfco 64 at pmot Sony 
Spectmm, Atari, Amttrad, BBC, MSX. 
Quaryf^KirpcWown. 
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This is Gunship on the Amstrad, soon to be zooming your 
way on the Amstrad. Remember C - VG's cover on the game 
In April? It will cost £9.95 on cassette and £14.95 on disk. 
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Here's a look at the Spectrum version of Code Master's 
highly sueessful Amstrad game Grand Prix Simulator. It's been 
written by Serg Dosanj, author of Ant Attack on the 
Commodore 64, and with graphics by Mcrvyn Jones. Serg is 
nfident this will become a classic. 



new? 



(nut % V 
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taplurc or destroy Ihe e 
legendary Space Grifflm 
around the planet's uirfnce — 
and the levels hidden deep befcm 
— are essential supplies and 
equipment which Pan strong 
must rind to help him. 

Star Psm will lie out on Com- 
modore 64 — from whM 
shoU were taken — Si 
and \mstrud ul £5.95. M 
be by Rob Hubbard. 
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Lazer Force is Code Master latest space 
shoot-'em-up out soon at just £1.99. There 
are 30 different main levels set in two 
stages with two bonus stages between each 
main stage. Triple firing can be attained by 
special selectors. The main sectors consist of 
vertical scrolling landscapes with many 
different features. On the first level, volca- 
no type formations spew forth flames right 
across the screen. Some landscapes 
mutate and grow as you fly over them 
and there is a level with gigantic 
proportions which is hard enough 
to manoeuvre through without 
any aliens around. On this 
crawl across the screen 
dropping death pods. You 
start with 5 lives — you 
will need them. 




GAME 



YOU ARE A MEMBER OF THE ELITE 'DROP 
COMMANDO* UNIT-YOUR MISSION TO PLACE 
THE EXPLOSIVE IN THE ALIE|^ECTOR 
INTELLIGENCE' UNIT, SO ALLOWING THE 
N FLEET THE CHANCE OF ASURPRISE 




LOOK 
OUT! 



COMING 
SOON 



THE NEW 
GAME FROM 



A GEOMETRY 

FOR THE 
GAMESMAN 



MIND GAMES 



£8.95 

BOTH GAMES AVAILABLE 



IT'LL HAVE YOU 
RUNNING ROUND 
IN CIRCLES 




FROM ALL GOOD SOFTWARE RETAILERS 

OR DIRECT FROM: ARGUS PRESS SOFTWARE LIMITED, VICTORY HOUSE, LEICESTER PLACE, LONDON. WC2H 7NB 
Name: 



Address: 



OR ON OUR CREDIT CARD HOTLINE 01-439 0666 




'hat's this — Ward R outofth 



Street writing up the made me an offer I couldn't refuse, 
movies on a monthly basis? so here goes with this month's 
Well, though it ain't easy to ge 



A Raising Arizona 

If I tell you that Raising Arizona (15) is 
about a baby but I'm making il my film 
of the month, you'll probably think that 
Ward has finally flipped. Why would 
anybody want ti> watch a movie about 
a small pink, wind and wetness 
merchant? Read on! 

Baby Arizona, one of the Arizona 
quintuplets, is a special bahy. He gets 
abducted by baby napper and eternal 
loser. H.I. McDonnough — failed petty 
criminal, failed reformed citizen and. 
finally, failed father. It seems like the 
only way for H.I. and his wife, Edwina. 
to have a family is to steal one. 

From this one wild seed a series of 
increasingly chaotic events grow. Soon 
Baby Arizona is the centre of more 
action than a parent's worst 
nightmares. These involve two escaped 
convicts, a sort of criminal Laurel and 
Hardy, who realise that there could be 
money in the infant: visiting friends 
with their hordes of unruly brats; and 
The Uoe Biker of the Apocalypse. 



A Raising Arizona 



bounty hunter who 
look sane! 

Raising Arizona starts funny and 
just gets more and more hilarious. 
Every twist in the plot adds further 
confusion, centred on Nicolas Cage as 
111, sporting a hairdo that looks like 
he's caught in a storm - - which he Is, 
as the whole world gangs up on him. 

Director Joel Coon doesn't miss a 




trick. You want to know what a baby's 
eye view of the world is like? You get 
it. Or how to rob a band of hillbillies 
who lake your instructions just a little 
Wo literally I'How can we throw down 
our guns if you've told us not to 
move?'*. It's one of the most inventive 
comedies of the year. 

Coen's last film was cult-classic 
Blood Simple, which I suspect most 
people only got to see on video. This is 
set to get a well deserved general 
release. See it and cry like a baby. 

Tears of laughter, that is! 

Who was it who said that flying is 
just falling and forgetting to hit the 
ground? Just hope that Eric. The Hoy 
\m Could b)y TO. has learnt that 





A The Boy Who Could Fly 

lesson because he spends much of his 
time just hanging around. . . on 
window ledges, roofs and the like! 

When 14 year old Milly moves into 
the house next door she befriends his 
strange, mute teenager who everybody 
believes to be autistic. Slowly a 
relationship develops between them, 
but it's not made any easier by the 
authorities, who think that Erie would 
be better off in an institution with a 
nice, tight straight jacket to wear. 

So is Eric batty just because he 
thinks he's a bird? Certainly there's 

llfithinff in Ihk iitfra-nrHinart' small 



town to suggest that it might be Lhe 
scene of a miracle. There's overworked 
mum. trying to come to terms with 
computers at work; bratty but lovable 
brother, the Rambo of the sandpit 
generation; a collection of school 
bimbos and bullies and the odd 
sympathetic teacher. 

But there's also the same freak 
atmospheric conditions that produce 
pink skies in so many Spielberg films; 
the same soaring music that aims 
straight for the strings of the heart 
Yes. if Eric's surname had been 
Thomas they could have usd his initials 
for the film title. This is an attempt to 
create the same sort of gentle, small 
town fantasy that Spielberg has 
mastered — more Peter Van than 
Superman. 

But don't get me wrong. While it 
doesn't have his masterly touch and is 
rather too long, it contains enough 
that's amusing to raise some laughs, 
and the ending, when Eric's flying 
antics are put to the test is quite 
elevating. But pioneers of unmanned 



between the rival tin men. But despite 
a few car wrecking slapstick antics at 
the start it's really a comedy of 
characters. 

Danny DeVito and Richard Dreyfuss 
take on two singularly unpleasant roles 
and give the performances of their 
lives. DeVito sTIUeyfe a slobbfch 
failure who can't face reality while 
Dreyfuss as DD is a calculating 
smoothie, a snake who thinks nothing 
of seducing Tilley's wife then phoning 
him to crow about it But the tables 
are turned 'You can keep her.' his 
rival snarls. 

As well as the feud there's another 
story, the story of the salesmen — the 
double glazing pests of their day - 
who use every trick in the book to flog 
the ugly aluminium sidings. They lie. 
cheat and even feign madness to make 



In the Wizard ofOz, all the Tin Man 
wanted was a heart. The home 
improvements salesmen, nicknamed 
Tin Men (15). could do with joining the 
queue. 

The year is 1%3. the place 
Baltimore, and the car to own is the 
latest Cadillac. When Tllley collides 
with BB's Caddy as it leaves the 
garage, the scene is set for a war 



government inquiry into their methods. 
Ami when they're not selling they sit 
around in diners, discussing crucial 
issues such as why there are no w oman 
in Honanaza. 

Director Barry Levinson knows just 
how to let a story slowly take shape, 
observing the eccentricities of this 
small group of misfits so that 
eventually you start to realise that 
even tin men have hearts, if you dig 



You know you're in for a rough time 
when, less than three minutes into E\il 
Dead // (18). nasty things start to 
happen — walls spurt blood, there's a 
talking, biting severed head, and a 
hero who's reduced to chainsawingoff 



almost sick with laughter. 
The plot? Don't ask! Director Sam 

continued on p. 98 




A Jin Men, starring Danny DeVito and Richard Dreyfuss 
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A Evil Dead II 

Kaimijust throws his « 
the isolated cabin from the original 
movie and lets Uie special effects loose. 
Every horror cliche is here, from the 
something nasty in the cellar to the 
ancient document that will lift the 
curse — if any of the cast survives 
long enough. 

The audience may not last the 
whole movie either. I reckon that while 
fifty percent will be reduced to 
hysterics, the other half will head 
straight for the toilets and barricade 
themselves in until the assault of 
gruesome slapstick satire is over. 

Of course the protectors of our 




convinced that it would turn everyone 
who saw it into a mindless zombie. I 
reckon the worst effects of Dead II 
would be people who spouted dialogue 
as mindless as the script's! 



frantic half hour. Evil Dead II is a 
wacky, tack)', tasteless roller coaster 
ride, totally lacking believable 
characters and common sense, if 
you've got the stomach for it, see it 
it's bloody funny. 




A White of the Eye 

There's horror of quite another kind 
in White of the Eye (181. Tms is the 
sort of movie that can even reduce a 
cinema of hardened reviewers to a 
state of shocked silence. 

Globe. Arizona is a dull desert town, 
surrounded by a bleak landscape of 
open cast mines. It's here that hi fi 
engineer. Paul White, lives with his 
wife, Joan, and kid, Danielle. But 
suddenly their peace is shattered when 
Paul becomes chief suspect in a murder 
investigation. 

Could Paul be guilt)' of these brutal 
and apparently motiveless mutilations? 
Even the police don't seem convinced. 
Slowly the film reveals more about him 
- he's having an affair with a 
married woman — meanwhile a series 
of flashbacks show how he met Joan as 
she was passing through the town in 



mot 



teningly funny! 






A White of the Eye 

1976 with a boyfriend. Mike. Somehow 
this shadow from ten years ago still 
hangs over the relationship. 

There's something hypnotic about 
White of the Eye. It uncovers its 
horrors in a cold, distant, arty fashion, 
developing a strange power which 
draws you deeper and deeper until you 
finally emerge, feeling as if you've been 
dragged through the dirt 

I suspect that some critics will 
attack it as a sensationalist slasher 
movie, which it is not. Director Donald 
Cammell has set out to make a serious 
study of psychosis and the horrors of 
serial killing, and in some ways he has 
succeeded. But the result is a cold and 
unpleasant experience. 

It's a relief to turn to A Great Wall 
(PGl. which is unlikely to get a wide 
release, but turns out to be a minor 
gem. It tells the simple tale of 
Chinaman Leo and his family returning 
from San Francisco, where he earns a 
living as an executive in a computer 
firm, to Peking to visit his sister. 

A similar East West culture dash 
featured in Gung Ho which appeared 
earlier this year. But while that 




A A Great Wall 

managed to be crude, unfunny and 
latronising to its Japanese characters. 
A Great Wall is a warm experience 
which suggested that both worlds have 
something to learn from each other. 
It's a sort of oriental Local Hero, 

One of the most amazing things 
about the film is that it was actually 
shot in Peking, and for once you get a 
picture of how a communist Chinese 
family lives - not just endless 
travelogue shots of bikes. 

But most of the fun comes from the 
native Chinese reaction to Western 
culture. In one hilarious scene Leo's 
teenage son tries to explain the concept 
of designer clothes to a Chinaman who 
remains convinced that his Yves Saint 
I -urent trousers are the colour of 
'mouldy beancurd'. If ,4 Great Wall 
comes to your local art house, go see it 



Problem Page 



Hove movies our local 
i What should I do? 

Deprived 




can never 
are some 



Channel 5 
released another batch of episodes 




Thunderblrtk Acting of a 
kind Is found in volume 
'.All these titles cost jost 





vintage TV is to be found in 
four episodes of The Prison 
mte. featuring the famous game 
nan chess, and Hammer into 
.-tori/ are one tape while ft s Your 

id A Change of Mind appear 
Great value at£t.99 
v that Roger Moore's 
lished his license to kill, ther 
to catch him in an earlier 
incarnation as Simon Templar. 7!&e 
SafautoneRrtonMakeK. 

Hiere's murder afoot in that most 
elaborate of thrillers. Sleuth, starring 
octogenarian lorry Oliver and ever 
popular Michael Caine (afraid he 
wouldn't get a mention this month, 
were youft. If you've never caught it 
before its well worth £9.99. 

?rtronic is 
£t video act with the 
abel, and while the 
are mainly kkldy 
— could be useful for keeping 
; brat quiet when you won't 
him use the computer — ■ there are 
* good things in the backtist, such 
v, a selection of Stephen 
: shockers which contain the truly 
acting of their author. They 
! gory thriller The 

and Chuck Norris in^t 
ne. m 
video movie of the month is 
lApodypse — The Movie, from 
Virgin. Don't confuse it with the \fh 
original TV version, which is also 
available from Channel 5 and is k 
hilarious in its own right This is the 
feature film which had a short cinema 
release earlier this year, and is jam 
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Gauntlet has probably been the most 
successef ul coin-op licence ever. Now ST 
owners can treat themselves to a version of 
this game, remarkably similar to the original, 
courtesy of US. Gold, Adventuresoft, and 
two freelance programmers — Graham 
Lilley and Teoman Irmak. 

Rather than just do a straight review of a 
game that almost everyone has played in 
one form or another, we thought it would be 
interesting to go behind the scenes, and the 
screen, to see just how you go about 
converting an arcade mega-hit. So David 
Bishop, our resident ST maniac, enticed 
Graham and Teoman down from their native 
Birmingham to reveal all! 



all the graphical 
atmospheric appearance 
and appeal of the original." 

What help did you get 
from the owners of the 
Gaunlet rights, Atari 
Games? 

Graham: "Very little 
actually. It wasn't as if they 
gave us source code or 
even maps to start with. It 
was more a case of, here's 
a machine, now go do the 
conversion! Eventually 
though , US. Gold managed 
to get printouts of each 
level, which we then coded 
back into our program." 

Did you spend alot of 
time playing the original 

arcade machine? 



What bugs? 
Teoman: "Well, there are a 
number of places where 
generators overlap, as if 
they were stacked on top 
of each other, so ours do 
too . Also, the heads of 
various characters are 
superimposed on 
generator when they get 
too close, so the same 
happens in the ST 
version." 

What changes did you 
have to make from the 
original? 

Teoman: "The coin-op 
uses thirty -two colours and 
we only had sixteen, five of 
which were used for the 
floors, and 1 1 for the walls 
and characters. Their 
sprites are all eight colour, 
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For both Graham and 
Teoman, Gaunlet was 
their first majo*f" 
commision in the games 
field, although neither are 
new to the software scene. 

Graham used to be 
software support manager 
for Apricot, converting 
many IBM programs, such 
as Concurrent, to run on 
Apricot systems in the 
days before they went the 
route of IBM compatibility. 
Teoman was trained as an 
illustrator and, for many 
years, designed the covers 
of Practical Computing, 
before turning his talents 
to on-screen graphics 
design for Adventure Soft. 




So how did this project 
start? 

Graham: "We were 
approached last 
September and asked if 
we'd be up for the job. At 
the time. Gremlin was still 
working on some of the 
8-bit versions so we had to 
go down to their offices to 
take a look at the coin-op." 

Teoman: "Graham had 
seen Gaunlet before, but I 
had never even heard of 
the game, so I ended up 
taking about a hundred 
shots on that first evening. 
We took them home and 
sat around wondering how 
we could come up with a 
faithful convAttion that had 



Teoman: "Just 
before Christmas, we took 
delivery of the Coin-op that 
had been at Gremlin's 
office. They had finished 
their conversions by then. 
Graham spent most of the 
festive season 
underground, killing 
anything that moved!" 

Graham: "We both know 
the game pretty well now. 
Really, we had to become 
experts on every aspect of 
the game, because we 
wanted to make sure that, 
where possible, everything 
in ours mirrored the 
original. We've even kept 
in minor bugs from the 
arcade version." 



but each 
one can be 
any eight colours 
while ours all have 
to be created from a 
single, unchanging palette. 

"So where, on the 
original, ghosts get less 
bright as you knock them 
down a level, in ours they 
stay the same colour. 
Wizards are another case 
in point. They are purple in 
the original, but we didn't 
have a purple so our 
wizards are blue. But I 
don't think that any of the 
compromises we had to 
make with the colours, 





affect the game at all." 

Graham: "Another 
problem we had was that 
our screen size is slightly 
smaller than theirs, which 
created a few interesting 
situations with things like 
transporters. You can only 
transport to another 
transporter, visible on the 
screen. So, with a smaller 
screen, there would be 
times when an intended 
destination transporter 
was not in view. Gremlin 
had the same problem, and 
actually had to move 
certain transporters a little 
this way or that to get 
round it, so that's what we 
did." 

Teoman: "The only other 
differences are that we had 
to leave out the thief 
because there simply 
wasn't enough memory, 
even though all his 
graphics have been drawn 
and coded, for the same 

reason. Only two 
characters 
can play 




different characters to the 
number of pixels each 
enemy moves, right down 
to the way the ghosts 
overlap when they get too 
close to each other!" 

What about the sound 
effects, were they 
sampled? 

Graham: "There are 222 
sound effects in the 
original. A large number, 
partly due to the fact that 
it's in stereo. We started 
with 45K of effects but 
this had to be trimmed 
down to 16 sampled 
effects occupying 20K, but 
we've kept all the 
important ones. 

"Because I wanted to 
use the identical sounds, I 
tinkered around inside the 
coin-op and found output 
which I linked directly to 
the ST. This proved to be a 
mistake because I ended 
up digitally sampling 
digitised sounds, so little 
chunks were lost. A better 
idea was to record the 
original sounds on tape, in 
analogue form, and 
then to 



way affected by the Witter 
chip? 

Graham: "If the blitter 
had been standard in all 
Ataris, we would have 
written the program 
differently to take full 
advantage of it. As It is, 
we've written our own 
software Witting routines 
instead." 

It seems there's a very 
strong case for an 
'executive Gaunlet' for 
Atari ST owners with 1 
megabyte of memory, 
especially considering how 
many people have had their 
520s upgraded. 

Graham: "That's right, in 
fact, because we worked 
on 1040s, we can have 
three or four people 
playing at once. The 
program used to scan the 
numeric pad, which sould 
be used by a third player, 
but we had to 
suppress 
that for 



Graham: "Yes, that should 
be available later in the 
year. There will probably 
also be an Amiga Gaunlet 
before Christmas!" 

What are your all-time 
favourite games? 

Teoman: "Zork 1 which, 
for me, epitomises the 
Infocom approach where 
every last detail fits 
together." 

Graham: "Definitely Sfar 
Raiders for the 8-bit Atari 
range, it's the definitive 
game. Unfortunately the 
ST version is sadly lacking 
in the gameplay which 
makes the original so 
great." 

Apart from 
Deeper 



at once. 
We also decided 
to show the position of 
sprung' traps so that 
players could learn their 
whereabouts, albeit after 
the event." 
"But, in every other 
respect, the games are 
identical, from the hit 
shield capacities of the 





digitally 
sample the 
sounds off the 
tape. 

"The music at 
the start is 
sampled, all 
175Kof it, but 
this gets thrown out, when 
the last bits of code are 
loaded in, because there 
simply isn't room. 
Incidentally, when the 
music plays, we're using 
10,000 interrupts per 
second!" 
Will ST Gaunlet be in a 



the 520." 
Teoman: "Basically, 
we've got all the bits to 
produce another version 
for up to four players, with 
many more sound effects, 
and the thief . We could 
probably also re-introduce 
the music in the treasure 
rooms." 

Will you be doing the 
J>eeper Dungeons* disk? 




Dungeons 
disks, and 
the 

possibility of an 
Amiga version of 
Gaunlet, what other plans 
do you have for the 
future? 

Teoman: "We're working 
on a new arcade game, also 
lor the ST, called Bushtdo 
which is Japanese for 'the 
way of war making'. It 
should be finished some 
time in the autumn and will 
again be published by 
Adventure Soft. 
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. coMMooonr w * 

eJ16*fWJ-K 725 

S£MiSfS-K 69$ 

WCLEADBBOUO-OZ.. 699 



EL ITE — 03 
7VWS-02. 

£PVX EPICS — 02 

RISK— Dt 

fX! OASSICS - Dl 
IPfVlAl PURSUIT -W 
DHJFTOfi-03 

Guild Of THIEVES— CM. 

CCWLCTI-W 

WAKSVSTEU 

C0NRJCTS11-W 

GAUfTlET-Oz 

RDADRUWEB-W 

rWQU»ffl-D2 699 

ftON«RBOY-DZ 725 

KAD0v?fiH(E[S-02 6.50 

E\DUBCIWC(H-02 699 

EAGLES— DZ 6 70 

TAW -02 

(MNK-D2 

{UTESWPACK-02... 
KUED UNTIL DEAD -02 
GI»T ESCAPE -02.... 

WC-02 

ELITE TRIO PACK — 02 . 

TAI — PAN— 02 

ItTO EAGLE NEST -01. . 
.AST VN.A-02 

«ttNOD-02 

SURVIVOR -02 

GUNSW-O* _ 

GAME OVER— D2 

METKlCfiOSS- D2 6 

MVSTERYOf NUE— 02 550 

KF FR OF CROAN - DISK . .. 1 1 .95 

FKLZIsNHNE 2S.99 

JAR. BREAK 499 

'SEE7E IRAME LAZEfl 37.95 

FPSEZE 'RAME MK IV 2695 

EXPERT -ESM 27.99 

«Ti:NR;PL*y|«3 2'95 
WH CARTRIDGE 36.95 



'C * 
.670 
699 
.6.70 
.670 
1095 
699 
699 
1195 
.999 
W9S 
699 
.699 
.7.25 



.670 
...6.99 
... 6.99 

699 

.6.50 
...6.50 

699 
...6.70 
.699 

699 
.650 

1095 
6S0 
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»• SWCTRUU «* 

B*fl8ARIAN 725 

W.C.LEADfBWW 650 

MYSTERY 0! NILE 575 

NAPCIEAN AT WAR 699 

EXPflSTB 599 

GALLIPOU 699 

THE LAST NINJA 699 

«*«SES .550 

SURVTVOR 650 

■AW 5.50 

ARXANOO 550 

SLAP FLIGHT 575 

THE PAWN 1195 

HYTJROFOOL 57$ 

MUTANTS 550 

NEMESIS DC WARLOCK . . 650 
WCN5ER B0» 6.99 
ANNALS Of ROME 9.99 

mm 699 

►CAO OVER HEELS $50 

SPYVSPYIiSPYVSPrli .72$ 

LEADER BOAflO 699 

ZULU WAR 725 

BAr.£f ELD GERMANY . 9.99 

ELITE TRIO PACK 6 99 

TMISG 501NCES 5ACK i 75 

SILENT SERVKX 699 

cosfirsn $50 

EUTE6MCK 699 

.'•'SAPS 595 

GUVS* 7 25 

MTROCrVOSS.... 650 

mmi 575 

f '5 - STRIKE EAGLE 7 25 

TAJ PAN 550 

rANWE- 725 

GULO Of THIEVES 1195 

fV,»Uftj RACER W 
TB'.'tAL PURSUIT 1095 

«2 550 

MASK 590 

C0NFUCT1 999 

GUN RUSNER 5.75 

KEMPS';* INTER) ACE 7.50 

RAMTLR60 INTERFACE 1500 

MLfl.'#ACEl?8 ii95 



#»*»AM5TRAD*»*« 

BARBARIAN — 32 7« 

EUTE — CM 1095 

7VKAPS-02 1.70 

MYSTERY Of NILE -02 5.50 

SLAP FIGHT — 02 6.70 

ELITE TRIO PACK— D2 6.09 

W C LEAOf RBOARO — D2 6.99 

TAW-02 6 50 

SURVIVOR— D2 009 

GUILD CfTWEVES-H 11 95 

road runner — 02 6.90 

• AMIGA •»»•* 



GUIIDOFTMEVEE 

THE PAWN 

S'ARGLIDEFI 

A'CRLD GAMES 
WATER GAMES 
DEFENOER Of CROHN 
BALASCf OF POWER 



.10.75 
18.75 

.1;.-: 
16.75 

.18 75 
22 95 
?9« 



»»*•* ATARI ... . . 

GAUNTLET— 02 7.25 

ARKANOO-02 670 

FOOT LER OF YEAR — 02 7.25 

SPMYTj02r-02 7 2$ 

SlENISERVCF- ['? -» 

(ONnWVCTNAM-04 1195 

GAUNTLET _ 18 75 

HARDBALL 10.75 

FLIGHT SIMULATOR 11 3595 

GUILD G* THfYFS 10.75 

FJH ST PUBLISHER ..99 99 

KARCftALL 10.75 

ART DtflECTOR ($20K) 39.05 

ELM DIRECTOR 49 95 

SUB BATTLE SIMULATOR 18 75 

PROHIEBTION 17.90 

JOYSTICKS 



am joystick 

OCETAHUACHl 

CHEETAH 125- 

OUCKSHOTU 

QUICK SHO' II PLUS 

Ql >:SHD" !! ^ : 
ELflOMAX PROf ESSKWAl . 
C0MP FflD SOOO 



10 * 

.12 99 
.795 
.7.50 
1195 
. 12.95 
. 179$ 
13 95 



O 'SK wrslon available. Dl C9.95. 02 CIO.95. D3 C12.95. D4 C14.95. 
I 1 p o*1 * Packing included m UK. Europe add £1 per tape. tant 

Elsewhere at cost. Chq PO lo; OHsV 

I Mail-Soft. PO Bo. 589 London N15 6JJ ^sh^^ 
' Access and Visa orders welcomed ^^^^ 

II you do rot set M game ,ou »aw simpty orauct 30', ol the RHP and »e mil send fo ycc (CM 8oeg« TrtWsl 

DeroiM ne« reieatai ma or seni tc you as soon as tr* game is released trom r* somwan nouw 
Please specily corroulet typa n your order 
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► TRACKER 

I ^Tc P E U I 2 R 4, R S A,NB,RD 

Trumbel Bullard had a big 
problem. He needs 
somebody young and 
attractive to die while 
playing Tracker, otherwise 
the telecast ratings would 
surely dip below seventy 
percent for the fourth 
successive week, causing 
all advertising revenues 
from the Fringe Worlds 
Federation to be lost. The 
Imperial Prator would not 
be pleased!. 

You are Tallis, a female 
Novenian with a mission, 
and just what Bullard has 
been looking for, or so he 
thinks. Since their abortive 
attempt to destroy the 



Stargliders on Novenia, the 
Ergons have been the race 
most feared by the 
Novenians. 

Tracker, the computer 
game, begins as you're 
about to take on the might 
of Centrepoint. Your 
Skimmer's display shows a 
plan view of the seven 
interconnected hexagonal 
sectors that make up the 
'playing arena*. The 
Centrepoint computer 
sticks out like an ugly 
growth in the centre of the 
central sector. Each sector 
is made up of numerous 
maze-like trackways which 
are connected by 'nodes'. 

Above the Skimmer's 
cockpit displays, you can 
see out onto the trackway 



Crystal 



► TITLE: CRYSTAL CASTLES 

► SUPPLIER: ATARI 

► PRICE: £24.95 

The June issue of C VG 
carried an interview with 
various Atari dignitaries 
who revealed the 
company's plans to re- 
launch a much better 
version of Atarisoft. 

Well the first batch of 
Atarisoft ST releases has 
hit the streets and, 
predictably, they contain a*r 
number of veteran titles, 
including Joust, Star 
Raiders, and that highly 
addictive evergreen — 
Crystal Castles. 

If you've been orbiting 
the earth in Intell-sat or 
pot-holing in Cheddar 
Gorge for the last three 
years, you could be 
forgiven for never having 
heard of Crystal Castles. 
So, for astronauts and 
cavers everywhere, here 
goes! 

You play Bentley Bear as 
he tries to escape the 
endless maze of alleys, 
lifts, and stairways that 
make up the Crystal 
Castles. 



The only good thing 
about these castles is that 
they're enchanted, being 
covered with glistening 
gems and, even more 
exciting for a hungry bear, 
large pots of honey! 

Not surprisingly, Bentley 
is being chased by various 
gem guardians including 
crystal balls, nasty trees, 
gem eaters, ghosts, 
skeletons, swarms of bees 
(really after the honey — 
but you'll do), and worst of 
all — the evil witch Bethilda 
with her deadly steaming 
cauldron, just big enough 
to make broiled bear. 

Before Bentley can 
escape, he must pick up 
every gem in each of the 
37 castles in the game. 
This he does by running 
over them — rather like in 
a 3D version of Pacmanl 
The first nine levels each 
contain four castles. The 
final castle, level ten, is the 
most hairy one of them all. 
Luckily, strategically 
placed 'warp doors' 
mercifully let you skip 
levels. 

Bentley can be 
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or node through which 
your flying. 

As you get further into 
Tracker it becomes clear 
that an immense amount of 
thought and planning went 
into the ST version to 
carefully balance all the 
game variables enabling 
you to play hundreds of 
games, each completely 
different from the last. 

If you're after a first rate 



JN 



strategy/arcade game 
which can be played in 
colour or on a 
monochrome monitor, and 
cracked using countless 
different strategies, all of 
them hard to pull off, then 
make tracks for this one. 



► GRAPHICS 
* SOUND 

VALUE 

► PLAYAB1LITY 



9 
8 
10 





controlled with either 
joystick or mouse (the 
original coin-op used a 
track-ball), and pressing 
fire allows you to jump any 
nasties that may be after 
your hide. Jumping trees 
stuns them but they 
recover after a few 
seconds. But gem eaters 
aren't so lucky, because 
you can turn them to dust if 
you jump over them while 
they're actually eating. 

This version of Crystal 
Castles has been 
programmed by Hungary's 



Andromeda Software, and 
an excellent job they've 
done of it too. It has 
excellent sound effects, 
sprite animation, choice 
and use of colours, and all 
the payability of the 
original coin-op. ST Crystal 
Castles is as addictive as 
ever and shouldn't be 
missed by any self- 
respecting ST arcade 
freak. 



► GRAPHICS 

► SOUND 

► VALUE 

► PLAYABILITY 



9 
9 
9 
10 





There isn't much point in 
regurgitating the scenario 
of this one, if you've never 
1 heard of Xevious then I 
hope you had a good stay 
on Saturn. So has the ST 
version of the coin-op 
classic been worth the 
wait? 

Well, there are two kinds 
of conversion. Those that 
are identical to the original, 
ST Arkanoid for example 
— possibly the most 
perfect conversion ever. 
Then there are those that, 
due to technical 




eviou 




restrictions, attempt to 
recreate the atmosphere, 
gameplay etc, of the 
original without being a 
pixel perfect carbon copy. 

Most conversions fall 
into the latter category, 
which sadly is very much 
the case here. Sad 
because one is left with 
the impression that the 
programmers have been 
less than diligent in their 



attempts to recreate the 
colour, gameplay, and the 
generally frenetic 
atmosphere responsible 
for the original Xevious 



The main offenders are 
airborne targets and 
bullets that are insipid in 
colour and therefore 
difficult to see against a 
rather disappointing 
background. 



Y 

Also, why discriminate 
against people who prefer 
the mouse? It would have 
taken no time at all to 
include a mouse control 
option making use of both 
the buttons, one for 
shooting, the other for 
bombing. 

Although fun to play for a 
while, Xevious is an 
altogether rather flat 
experience, lacking the 
punch and addictive 
qualities of the original 
game. 
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"OK" said the wizard, 
;'get this! You've really had 
it this time because I'm 
turning you into a ball. And 
not just any ball ... no, a 
ball with a skin so thin that 
it will burst at the slightest 
contact with anything 
sharp . "You try and imagine 
what he would have done if 
he'd been really angry. 

You begin contemplating 
your fate when the wizard 
starts off again witb.what 
you desperately hope is his 
finale . . . "and worst of all" 
he raves, "you have a slow 
puncture so you'll need to 
keep pumping yourself up. 
Of course, if you stay on a 
pump too long you'll 
burst!" 



The game starts in a 
beautifully designed 
square room with you, a 
flimsy ball, resting on a 
pump. A scroll bar along 
the bottom of the screen 
shows you pressure rising 
as the pump does its job. 
Jump off too soon and you 
run out of puff before 
making it to the next pump. 
Too late and you burst like 
a balloon, leaving you a 
limp heap on the floor. 

Having jumped off the 
pump, you can go off 
exploring through any of 
the four doors in the first 
pump room. Two things 
become obvious almost 
immediately. Firstly, a map 
will come in very handy. 
Secondly, the graphic 
design of the rooms is 
quite breathtaking! 

One lovely touch, that 



may not be appreciated by 
people with old TVs, can 
been seen in a group of 
locations to the west of the 
first pump room. When 
first entering this part of 
the castle, you could be 
forgiven for thinking the 
game had crashed. But 
look more carefully and 
you'll see that, in fact, 
you're outside and it's the 
dead of night. The view is 
similar to that of a dark 
night-club decorated with 
fluorescent paint. 

Dotted around the place 
are crosses, tins of beans, 
a Buddah, a statue of a 
dragon, a pumpkin and 
crates needed to clear 
other obstacles. Having 
spent hours playing the 
pre-production sample 
rushed, at great expense, 
to C+ VCs offices, we still 
haven't found any objects 
to pick up but we're still in 
there trying! 

In most cases, getting 
from one room to the next 
is more a case of accurate 
joystick or mouse control, 
rather than the solution of 



complicated logic ' 
problems, so, if you're 
expecting another Batman 
or Head over Heels, forget 
it. Airball is not that deep. 
It is, however, an 
impeccably coded and 
highly playable game that 
sets a high standard other 
companies will have to 
beat. 

With titles like this 
appearing now, imagine 
the treats we're in for 
when programmers really 
get to grips with the ST! 
After all, the Spectrum had 
been around three years 
before Hnightlore stunned 
us all. Airball has appeared 
a little more than a year 
after the launch of the ST. 

Airball is the first 
isometric arcade 
adventure, written 
specially for the ST, and 
has hit written all over it! If 
this is the standard we can 
expect of such games in 
the future, then form a 
queue . . . behind me! 
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Outcast; 
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Mastertronic is yet another 
recent entrant into the ST 
arena, firstly with Ninja, 
and now with Outcast, an 
air-to-air blast, rather like a 
futurisitc Skyfox (see Feb 
'87 issue). 

The action takes place in 
the Magellian Cluster 
which is under the control 
of a semi-mechanical 
insectoid race known as 
'The Mind*. The scenario 
and game instructions, 
although a little on the epic 
side, are neatly combined 
into a briefing document. 

The document explains 
that you have been sent a 
simulation disk which 
exactly recreates a 'Mind' 
offensive on three pyramid 
bases on the renegade 

Gyran's home planet. Your 
aim, as always, is to defend 
the bases by destroying 
each successive wave of 
the 'MindV offensive. 

The game begins with 
you flying over the surface 
of the planet, viewed 
through the top half of the 
screen which gives you a 
pilot's eye view of the 
proceedings. Cockpit 
displays flash information 
on shields, energy, kill 
percentage, heading, 
I altitude, and speed, as well 
telling you how many 



insectoids are remaining. 

In the centre of the 
cockpit is the map or 
scanner display which 
shows enemy activity in 
scanner mode, and the 
whole game arena in map 
mode. Map mode is also 
used to set hypers pace co- 
ordinates. 

In scanner mode, three 
of the four types of enemy, 
Seekers, Swarmers, and 
Seigers, are shown in 
different colours. At least 
you know what kind of 
alien is trying to kill you 
then. The fourth, and most 
deadly brand of insectoid, 
known as the stingers, 
don't show up on the 
scanner at all, and are 
monstrously tricky to 
destroy. 

The game itself involves 
you flying around the 
place, protecting your 
three bases, docking with 
them for repairs and extra 
energy when necessary, 
and generally blasting 
anything that moves. 

The screen handling gets 
a little slow when there's a 
lot happening at once, but 
apart from that, and 
considering the price, 
Outcast is a reasonably 
blast and well worth the 
money. 






Access software, via US 
Gold, has released a 
further four courses for 
use with their very 
excellent golf game, 
Leaderboard. But, be 
warned, anybody looking 
for an easy round can 
forget it, because these 
are real meanies. 

Two of the four courses 
lock like the Norfolk 
broards, while the other 
two have so many bunkers, 



you could be forgiven for 
thinking you were having a 
quick round with a bunch of 
desert natives. 

Many of the holes have 
blind greens, often with 
the pin awkwardly placed, 
there are also many more 
trees than on the original 
courses. Several holes can 



(that's slicing and hooking 
on purpose, in non-golfing 
jargon), making aiming and 
shot-playing far more of a 
challenge. 

Yon need the original 
Leaderboard s^me disk to 
play on the Tournament 
courses, so if you're a 
Leaderboardless ST user, 
here's a double excuse to 
drive down to your local 



shop and put one in your 
pocket — if R go a fairway to 
keeping you occupied for 
ages. 

► GRAPHICS: N/A (US 
ORIGINAL 
LEADERBOARD 
GRAPHICS) 
SOUND: N/A 
VALUE: 10 
PLAYABIHTY: 
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MICROSELLS — It costs only £1 to advertise in Microsell 



Warning: It is illegal to sell 
duplicated or pirated soft- 
ware on tape or disc. You 
will now be liable for pro- 
secution. All suspect 
advertisements will be for- 
warded to the Federation 
against Software Theft for 
further inspection. 



SWAP!! LATEST C64/28 
SOFTWARE. CBM64-128 user wants 
to swap software with 
COMMODORE users all over the 
world. All letters answered. Send list 
to Catvin Cheah. 1 -B, Lorong Delima 
10. Island Glades, Penang, Malaysia 
1 1 700. 

PBM: Do you fancy yourself doing a 
Mrs T ? Invading islands and ruling a 
country. If you do then send a SAE 
today to: J-Sign Games, 16 Camus 
Rd, Arbroath. DD11 5AW. 
COMPUTER games for sale. For C64. 
Al new titles, all as new. hardly used. 
Phone 01-883 5863 after six, ask for 
Tom. 

SPECTRUM 48K+ data recorder, 
Kempston interface. Quickshot 
joystick and 23 original games, also 
mags. All boxed and excellent 
condition, just £89. Phone 0622 
46933. 

CBM 64 Freeze Frame for sale £1 2, 
Also pen pal's required who know 
m/code and are willing to help 
others to learn. Tel 0446 7491 04. 
RESET SWITCH for CBM64. only 
£1 .50, plus 25p p&p. Cheque/PO 
payable to S. T. Bainbridge. at 9 
Melbourne St. Newport Isle of Wight 
PO30 1QX. 

ANDREW, aged 12, seeks penpal, 
interested in sport and swopping 
software for the Spectrum 48K 
(200 • games) guaranteed reply. 
Contact: Andrew Dungey, 46 Green 
Lane, Penryn, Cornwall TRIO 8QJ. 
I OWN BSC Model-B and tape 
recorder, want swap with 
Commodore 1 28 or 64. and tape 
recorder. Contact Onkar Mahil, 6 
Maximfeldt Rd, Erith, Kent DA8 1AH. 
03??4 49572 

PRINT OUTS of programs on CBM 64 
£1 .50. Send tapes only to Gary Sims, 
8 Nunnery Avenue, Rothy**« 
NorthantsNN14 2JJ ornng 
Ketterine (0536) 711724. 



144 VOICES (or Commodore FFH 
expander on disk Ch/PO £6.50. A 
Parker, 5 Ainsdalo Close. Penketh, 
Warrington, Cheshire WA5 2DN. 
COMMODORE $4 disk utility file 
protect, fast format file search, 
directory commands, etc. only £2.50 
inc p&p. R. Moody, Radar Sqn, RAF 
Gaton BFP045. 

COMMODORE 128 plus joystick, 
datacorder and over £400 ol games, 
all for £250. all boxed. Phone (0689) 
77580 after 4pm (Orpington area). 
AMIGA +64 user wants to exchange 
latest softare. over 4000 for C64, and 
200 on Amiga. D. Cannar, 4 
Alexandra Terrace. Bradford BD2 
3EH,WYorks, England. 
CBM64 owner wishes to swap 
software with users all over the 
world, disk only please. All letters 
answered. Send lists and disks to: ? 
CBM 1541 disck drive and over £250 
original software inc. Quikdisc, Disc 
Disector. many Infocom games. 
Alter Ego, many more. Tel : 582 7928 
ask for Tony. 

FOR SALE ZX M'drive £35 ono. Alos 
Alphacom 32 printer, £20 onon. 
Interface included with m'drive! All 
in good condition. Tel: 061 223 7857. 
ATARI XE130. XC11 Trakball. Slik 
Stik, twenty games including Moon 
Patrol, Pathfinder. Hero. Ballbla2er, 
Thrust and others, cost £350. Sell 
£1 60 ono. Tel (01 J 809 3057 after 6.30 
pm. 

CBM64 and Amstrad CPC464 
software to swap, tape only, over 
500 titles. Taner Tanriover Eski Ni 
Havaala Cad. Beyaz Saray AP NE 
50/6 Yesilkoy, Istanbul, Turkey. 
ACORN ELECTRON for sale: boxes, 
leads, mags, books, Acorn data 
recorder, software inc Elite + 
utilities, excellent condition, suit 
beginner, £100. Tel: 021704 2716 
6-9pm, 

AMIGA Public Domain Software 
Service, A pakcage of 30 disks with 
the best in music, graphics, games 
and utilities. for£65/DM190. 
Contact: Amiga Users of Europe, 
P.O. Box 2021. 4224 Huenxe 2, W 
Germany. 

C64 original games, will not split. 
Commando, Star Trek, Zorro, 
Archon III (import), and 47 others, 
worth £250+, bargain at £80 + p&p. 
Telephone Stephen after 4.40pm. 
021-3081196. 



ATARI ST/800XL/XE OWNERS 



APPROX 500 ST TITLES 
NOW IN STOCK 

M '°t*" D ° AMES LIBnABY - company who nearly 5 years ago tirst conceded the idea of 
I MRWSI6 library 

^TJ^!^*! 2 ' 000 Bnw . on * K ca sw"e iSJarnes. business education and 

tai^r2^i«^IS^ 0pU * pr °0 ra . m *'T nm #* % orltveorsbcwgwatour mernMrs a 
T "^K*™™*^ « new program, monthly 

tZZ* I'm', "" i *H mem0ets « a«y as Iceland S«*d«.n. West 

ijema/iy. Holland. Denmark and Eire. 

A last extern and (njndly servfc* operating a computerised custom bum system lo Keep track 
o' as your records Requests are an ended io immediately virtually assuring you a 24 hour 
return of service Regular newsletters and prog/amma updates, ok* other inter-dub activit.es 
SEND LARGE S A E. TO: 



MIDLAND GAMES LIBRARY 
48 Readway, Bishops Cleeve, Cheltenham, Glos. 
Tel: 0242-67-4960 9.30-4.30 



THE SILVER GHOST crew wishes to 
contact similar crews worldwide for 
C64. No beginners please, disk only. 
Reply quickly for fast turnaround. 
Contact: Mike Birch, 18A Rutland 
Street, Ilkeston, Oerbyshire DE7 
8DG. Hi to Gamesbusters, Flitfun, 
CIA, SCS. TCS. Keyboard Warriors, 
Quadrant. 

AUSTRALIAN C64 user wants to 
swap software with people from all 
around the world (disk only). Send 
your game lists now to Ross Piper, 
78 Rutland Avenue, Mt Eliza 3930, 
Victoria, Australia, write today or 
miss out. All letters answered. 
COMMODORE $4 software to swap. 
I have over 1400 games, including 
the latest games. Please write to Ian 
B, 56 Leaf Road, Houghton Regis, 
Beds. LU5 5JH. Luton 866481 . 
FOR SALE A CBM64, datasette, disc 
drive, competition pro joystick, 
utilities and £1000's worth of 
software including the Pawn, 
Gauntlet, Starglider, Hitch-Hikers, 
and many more, in total worth 
£1400, will sell for £450. Tel 08494 
73847 after 9pm or 08494 62139 
before. 

SPECTRUM + with Interface two, all 
leads included, worth about £1 1 0, 
asking price £60. Contact Crayford 
51 192, 4pm-9pm on weekdays and 
weekends. 

SPECTRUM GAMES. Three original 
games on one exciting cassette, 
escape the 3D dungeons of hell, 
defeat the invading aliens, or help 
your king retrieve his gems, plus 
free bonus — an addictive rifle range 
simulation. All four on tape for an 
unbeatable £1 .99. Conceputal 
Vision, One Middlefield Road. 
RotherhamS60 3JH. 
SALE Atari ST cards. XL software, 
Boulderdash II disk £6, The Goonles 
tape £5, and many more. Also 5'/<f 
disck box. AH prices ono. Tel : 021 
355 2626, Jon. 

COMMODORE 64 with 1541 disk 
drive, datasette and over £1 000 
worth of software, sell for £430. Ring 
(040845) 782 after 4pm. 
TAKE THE hassle out of mai order 
shopping. Mail order services 
provides an extensive range of 
material, including books, comics, 
posters, cassettes, etc, etc for sale. 
Just send 30p for a list of what we 
offer, made payable to S. Coombs, 
53 Rake Hill, Burntwood. Walsall, 
WS7 9DF. 

AMERICAN penpal wanted, disk 
only, all letters answered (genuine 
letters only). Send list to Rosco, 4 
Richmond Avenue, Latchford, 
Warrington, WA4 1XA, England. 
ATARI 800XL, 1050 disk drive. 1010 
data recorder, over £1000 worth of 
games, manuals, all boxed, £350. 
Phone (061 1 428 5734 after 7pm, ask 
for Greg. 

COMMODORE 64 software to swap 
on disk with people all over the 
world, especially USA. Send lists to 
Ben, 8 Argosy House, Pepys Estate, 
Deptford, London SE83QZ. All 
letters answered. 
AMIGA owner wishing to swap 
programs with people all over the 
world. Write to: T. A. Maley, 298 
Braidcraft Rd, Pollok Glasgow. G53 
5LT. Scotland. 



CBM64 2 joysticks, 4 computer 
games, data cassette + The Hornet 
remote control car, all for only £200. 
Phone St Albans 59519. 
FOR SALE CBM54, 1541 disk drive, 
£240's worth original software, 
expert cartridge, datassetes, worth 
£950 new. sell £400 ono. Tel: 
Llandudno 75155 for details. 
ADVENTURE GAME for C64, Street 
Life, can you beat the street? For 
copy send PO for £1.50 to 83 
Cannock Rd. Heath Hayes, Cannock, 
Staff. 

COLECOVISION console with Turbo 
Drive module, super action 
controlles, three joystiks and twenty 
top games, still boxed, was £550. 
bargain £250 ono. Leabrooks 
606018. 

CBM64 contacts wanted from all 
over the world, to swap software, 
preferably on disks. Send lists to 
Cooperman 38 Gower Road, Sedley 
DY3 3PN, England. 
48K SPECTRUM boxed. 40 original 
tapes including Starsirike, Spy 
Hunter, Alien 8, Everyone's A Wally 
and Knight Lore. Also Kempston 
interface + joystick - several 
magazines wirth £450' , sell for £200 
ono. Call Gregor on Bourne End 
25566. 

VIRTUALLY brand new Amstrad 
CPC464, green monitor and extras, 
worth £500, sell for £400 ono, Stuart 
Bowers, 3 Emen Road, Cleator 
Moor, Cumbria CA25 5EA. 
ATARI 800XL 1050 disk drive, 1010 
data recorder and £100s worth of 
games including Hardball, 
International Karate, Mercenary I & 
II, Electra-Glide. Quick sale at £200. 
Tel: Marcus (042121) 3583. 
COMMODORE POKES, hints and 
cheats for your 64. To get those high 
scores, get our best-selling booklet, 
covering 70 chart-topping games. 
Unbeatable value at only £1 .50, post 
now, cheques/wrapped coins to 
Robert Burgess (CBM). 1 Middlefield 
Road, Rotherham, South Yorks, S60 
3JH. Written enquiries welcome. 
ORIGINAL Amstrad CPC464 games 
'or sale, cassettes, bugets at £1 . 
Compilations and full priced game 
below Mr cost price, e.g. (Ikari 
Warrior & Radzone). Send SAE to mr 
N. nettleship, 83 Margate Drive, 
Gnmesthorpe, Sheffield S4 8FG For 
full list of games. 
C64 and Amiga software to swap. 
I've got all the new titles, disk only. 
No beginners please! Write to: ICS, 
20AvDe La Closiere. 1410 Waterloo, 
Belgium. Hi to CFR, Rats, Cie, Impact 
inc. FTL. Hurry up please! Look out 
Steph invasion! 
CMB 64 users wants to swap 
programs with people all over the 
world — have all the newest stuff— 
disc only please. Write to: Neil 
Larusso, 22 Haydock Garth, 
Branshoime, Hull, North 
Humberside. 

AMIGA FREAKS are searching 
international connections to swap 
top software. Latest titles available. 
Also sellinig a top audio digitizer for 
only DM150 incl software. Write to: 
Obelisk Softworks Crew, Plk Rt 
0049453, 2100 Hamburg 90, West 
Germany. 
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ACCESS RING 0702 710990 (from 9 am - 1 pm) 
POSTAL ORDER5CHEQUES TO JOHNSON SCA NATRON LTD 
39 TOTTERDOWN ROAD. WESTON-SUPER-MARE. AVON 
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FREE MEMBERSHIP!!! 



Hire CBM54, Spectrum, Vic-20 software! 
amslrad, atari, C16 BBC, electron 

Write now tor free exciting details! 
COMPUTERSOFT (cv) 
P0 Box 28, North POO, Nottingham N65 2EE 

(Please state meefww Slemp appreciated) 



Want to swap the software you no 
longer use. If you own a CBM64, 
SPECTRUM. AMSTRAD, BBC, 
ATARI XL or ST. 

For free membership and club 
magazine send large s.a.e. to: 

C.S.E.(V) 8 Poplar Croft, 
Bramley, Leeds, LS13 4SX 
Tel (0532; 790750 
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ire- jvc 

5M" DATA PRO 

ar AC 
38* JVC 

T AUSOTT 



IRANDED DISC 

osTXKem 
nopeiT* 

DSDOMTPI 



<XTPt 

raooiasTPi 

c*.s 

UN BRANDED DISC 

eoifu osoourn dmahid 
Vw ewTe lfl psoowipi njBitv» 
is' sate vitiousm ciJBi»"n 
15 HSU) DMXJ'JSTH 10 

OUOCSHOT ■ TURBO jOYSTOI 
CAP? RT CARTRlOOf 

PLASTIC DISC CA5( 3 J- OR 5JT 

1-rtWTER 0iP6Or»M)UST COVfRS AVAILABIE 

■* ***• T*5 W eaafe mam ma Mar iwni 
mi am iAjn *n« m Miu mia«i>rili 
DOtl. uai in. 
u xas na o. hbiow. 
run ceil hi 
'•i am mia 
IM km mem tan 
■M em turn 



CUMP* to 

[t«BBPw 10 

oikpw io 
daiMPw m 

C7WP* 10 

ere bnp* iu 

c» 

cAsror iMonis 

CASfDfl] Wa* tO 
CASBfM Mpe 'D 





Swap youf userJ soRwrare Frw menitMtsriip Huge rxogram 
tax lot la Speclrum and Commodore 64 

Sendsie tor M response wddetols to 
UK Software Exchange Club (CVQ), 
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Welcome to 
Wi/worlri. land of 
brilliant colour 
where it's all things sprite 
and beautilul. Living in this 
spectacular spectrum are the 
Wiz and his cat. 

But after many year of 
happiness a dark shadow 
has fallen across Wizworld. 
The evil Zark and his dark 
sprites have sucked away all 
the colour from the 
landscape, turning ii all drab 
and grey. 

For Wiz things have gone 
beyond the pale and so with 
his servant Catelite. he vows 
to lift the darkness and 
restore colour to the world. 



Wizworld's landscapes were 
originally made up of three 
colours — red, green and 
blue. To restore these hues 
you must shoot colour 
bubbles. As the bubbles 
explode droplets of colour 
fall towards the ground. The 
cat must collect these before 
they hit the dirt. 

The droplets are stored in 
three cauldrons at the bottom 
of the screen. A fourth 
cauldron shows the target 
colour to be obtained. 

When certain aliens are 
zapped they deposit a green 
pearl If Wizball passes over 
it enahles him to access the 



icons at the top of the screen. 
The more pearls collected 
increases the choice of 
icons, which give Wizball 
extra powers and abilities. 

At the start of (he game 
you will have access to the 
first three levels which must 
be completed before you can 
progress to the next section. 

These three levels will 
have aliens on and each has 
a different colour, red, green 
and blue. 



Up to four people can play 

Wizball using two joysticks 

and the keyboard. The 

permutations are: 

One player — controls both 

Wizball and Catelite. 

Two player — each takes 

alternate turns. 

Two player team — Wiz and 

Cat controlled separately, but 

playing together. 

Three player — one team 

versus one player on 

alternate goes. 

Four player — (wo teams on 

alternate goes. 



« WW I 

The seven icons become 
available depending how 
many green pearls are 
collected. The icons are: 

Thrust and Anti-Grav — 
thrust give more control over 
the Wizball, allowing more 
left and right movement. Anti- 
Grav stops Wizball's 
continual bouncing. 

Beam and Double — Supa- 
heam weapon gives Wizball 
extra knockout capabilities 
and Double gives Wizball 
and Cat automatic two 
directional firepower. 

Catelite — gives Wizball a 
new cat. 

Blazers — super firepower 
for both Wizball and Cat. But 
use sparingly. 

Wiz Spray and Cat Spray 
— the spray protects both 
Wizball and Cat But they 
cannot use the spray at the 
same time. 

Smart Bomb — kills every 
sprite in sight. 

Shields — limited 
protection for both the 
Wizball and Cat. 
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Take it easy at first. 
Remember you cannot 
control the Wizball's 
movement in the air until you 
have selected the first icon. 
Practice getting different 
levels of spin on the Wizball. 
It is possible to get 12 
different spins on the ball, 
varying from slight to hard. 

The first icons to select 
are the two movement 
controls, otherwise you will 
find the rest of the game a 
little tricky. 

Also select the movement 
controls as your first two 
permanent weapons in the 
Wizlab. 

Remember Catelites are 
expendable. A cat has nine 
lives and is replacable when 
finally killed. Always 
sacrifice a cat life as 
opposed to the life of 
Wizball. 

The cat should be used to 
attack and the Wizball to 
navigate and keep out of 
trouble. If the Wizball is 



hidden below the horizon, it 
becomes immune from 
enemy bullets. Use this 
aspect of the gameplay 
wisely, it is essential in later 
levels. 

As soon as is possible, 
select the Cat spray as he is 
the most effective aggressor. 

Defend the Wizbatl in the 
bonus screen by orbiting the 
cat around him and firing like 
crazy. 



Keep on collecting pearls 
on the bonus screen and 
select shields as often as is 
possible. 

Remember there are two 
extra lives to be gained every 
bonus screen if you just keep 
your cool. 



You can either play the 



anything and collect colours 
willy nilly. Both methods are 
effective but remember, after 
every level is completed and 
coloured in, a bonus of 7000 
points awarded 

Take into account the fact 
that it is much easier to 
collect a colour on a lower 
level number. Level one is 
easier than level four etc. If 
you complete level two and 



If there are only one or two 
aliens left in the attack wave, 
don't despair, scour the 
landscape until they appear. 
They are probably just 
frightened. 

The only upwards 
entrance from level two to 
three is on the extreme left of 
the level. Note the arrows in 



three first, using level one to the landscape carefully 



collect the red droplets and 
then complete level one you 
will zap straight onto levels 
four, five and six. 



Avoid black, light blue and 
magenta droplets at all costs. 
If you pick up a black droplet 
try to get to the level with the 
fewest aliens left in the 
attack wave. When any 
attack wave is reduced to 
zero, your sight will be 
restored. 

Never get a magenta 
droplet follwed by a grey 
one. This will give you a very 
bad headache. 

Always go for the grey and 



game by carefully collecting white droplets, don't 
different colours tor specific hesitate. Kill gramags to get 
levels or you can shoot there. 




If you don't need a colour, 
go for it anyway. It could 
come in very handy later. 

Don't let the police scare 
you, Keep your cool. 

The rocks on the bonus 
screen cannot be killed, just 
parry. 



1 Thrust 

2 Anti Grav 

3 Beam 

4 Cat 

5 Wiz Spray 

6 Cat Spray 

7 Lazers 

8 Some people like double 
and others don't, use your 
own discretion. 

9 With this complete set up. 
carry on selecting shield 
again and again and again. 

10 Smart Bomb is is a real 
killer 
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Clare "Queon of the Area- 
samples the good, the ba- 
wdl, awful. . .offhelat* 
out If R-Type is hnr typo a 



Edqeley 



• GAMES 
GALORE 

last month, Electocoin, coin-op 
distributor and manufacturer, held 
an opening day for its new 
premises in Weil London, and on 
show was a magnificent array of 
new gomes — some brilliant, 
others truly awful. 

My pick of the month went fa 
Irem s It-Type, a Nemesis clone 
which is fast, addictive ond 



*n operation when I tried out the 
simulator, I imagine the nde would 
be doubly as impressive. You have 
to climb into the cockpit, shut the 
door, and then when you're 
enclosed in dorkness, lake control 
of the aircraft. Instructions are 
tailed out to you, telling you when 
to drop your speed or lower the 
nose of the plane and all the time 
the runway lights get clearer ond 
clearer. You're lying on 
instruments as it's midnight and 
pitch black outside and this 
enhances the realism "Warning! 



in this cose, coming into land are 
fantastic A screen on the outside 
shows the whole worid just how 
good or bod you are — a 
necessary e«lro as once the 
cockpit door is shut, nobody can 
see how you're doing inside. It's a 
fantastic machine, but I don't know 
how well it'll take in the arcodes. 
And it's not cheap either — a snip 
at around CI 0,000. 

Rockfofd \rom Mastertronic's 
new coin-op label, Arcadia, was 
nlso on show and is little more 
than overoae Based on the 
original game Rocldord from First 
Star you take the part of a little 
charocter digging oround lor gems 
and other trophies. The game has 
a strong puzile element, in that 
you've got to work out how to got 
the gems without getting squashed 
by rocks and boufders which hong 



graphics, objeds to collect and 
nasties criangc with each scenario. 
The graphics, objects to collect and 
nasties change with each scenario. 
The graphics oro nothing to write 
home about, and though the 
puzzles are tun. Rockford is not a 
game I'd spend much time oa 

Sauro from Tecfn is another 
Defender clone, though this time 
you have to fly a craft through the 
ocean, firing at ships overhead, 
dodging depth charges and the 
like from above and at the some 
time avoiding enemy fire from gun 
emplacements on the seabed. Your 
fireouttons allow you to shoot 
diagonally upwards ond straight 
ahead, though if you wunl to deot 
with the guns you hove to fly at 
ground level, taking care not to 
crash into the hilly terrain. 

Submarines, homing missiles. 



(hrome down, mrome aown 
come through the intercom as 



precariously aoove you, ana 
should you knock oway the 



overshot the runway ond ploughed supporting earth, the rocks come 

into wholever lay beyond A total tumbling down, 
failurel If you are successful, the There are nine game scenanos 

sound effects of the plane, a (umb o w ith five levels to e ach and the 
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tremendously playable Others that 
I enioyed were 194 3 and 
Batilanhs, and a report on these 
three follows 

One product — you could 
hardly call it a gome — deserves o 
mention and that is Taito's 
Midnighi Londing Housed in a 
massive simulator — about ten feel 
long by four feet wide — Midnight 
Londing is an impressive aircraft 
landing simulator You've got a 
choice of eight cities ond different 
planes, ond at each you hove to 
approoch the runway and touch 
down safely 

Although the hydraulics weren't 
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A RESCUE RAIDERS 

caves full of stalagmites and 
stalactites are just some of the 
problems you'll encounter. The 
grophics are quiet good, but the 
game itself isn t a patch on R-Type 
or even Defender. 

Rescue Raider from Bally/ 
Midway is |ust awful. You've got to 
fly into enemy territory and rescue 
a bunch of hostages. Joystick 
control is unusual — you'vo got 
two joysticks, one controlling 
direction ond the other controlling 
the gun on top of your crat Rotate 
the right joystick and the gun turret 
will rotate 360 degrees The 
grophics are apolling, ond ploy 
isn't much better. A rather 
confusing ponel, divided into four, 
a' the side of the screen, shows 
sections of the areo you're flying 
through, where the hosloges ore 
and so on. 
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► 1943 



Fans of 1941 ond 1942 w.lt be 
pleased lo hear of Copcoms latest 
releose — predictably 1943' 

A revamped version of 1 942. 
1 943 has you flying a single plane 
Over the bottle-torn fields ana 
oceans of hostile territory, taking 
on the full might of the enemy with 
absolutely no other support from 
youi own side. You're on your 
own, and only by some nitty flying 
and firing will you come Out on top, 
having blown to bits, squadrons on 
enemy fighters, fleets of battle 
cruisers and countless tanks and 
gun emplacements. 

As you can guess, the action's 
non-stop and very exciting. Extra 
weapons can be picked up by 
flying over POW symbols and the 
like These give your plane a rerjl 
boos) and mcuae such goodies as 
a three-way shotgun, rapid fire 
gun, slarfire, supershell — oil of 
which hove the uses when blasting 
at targets on the ground ond sea 

I thoroughly enjoyed playing 
1 943 — (furling through 
squadrons of fighters, dodging 
anti-aircraft fire, spending more 
lime ond bullets on larger enemy 
planes which have lo be shot 
several limes before they 
disappear m a ball of flame, then 
meeting battle cruisors hood-on 
while oil the lima looking over my 
shoulder for the planes c reepmg 
up from behind The cruisers lake 
some booting, huge ships with 
dozens of gun lurrots flanking both 
port and starboard sides Each gun 
turret has to be bombed to render 
the ship harmless Great fun. 

Ihc graphics arc colourful, 'he 
background scenery constantly 
changes and the action doesn t let 
up tor o second In foct, when it 
gets too muc h, and if you've 
collected the right weapons, a flick 
ol mfl second hre button causes 
sheets of fork lightning to speor the 
Screen, taking out any enemy craft 
il huppens to touch Then there are 
the energy bomb causing energy 
waves la flood the screen, 
destroying everything in sight 

1 943 is a two player game, and 
instead of losing o life when you're 
shot, you lose energy — this give 
you for more lime in the ait than if 
you died Ihe instant you wore hit A 
much better idea Also, if you do 
die, your replacement aircraft 
starts ol Ihe point you were killed 
— you're nol forced bock to Ihe 
beginning of thai section These 
small improvements moke for a 
much belter game, even though it's 
played in much the same way os its 
predecessors 
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ARCADE '87 BATTLANTIS 



There are thousands of 
orcades throughout Britain's 
cities, towns and seaside 
resorts. Quite simply, which is 
the best you've ever played in? 
We want to know. 

The winning arcade will win 
a wonderful C+VG trophy and 
the reader who picks the 
winner will also be in line from 
for some C + VG goodies. 

All you have to do is fill in the 
form and say in not more than 
50 words why you think if s the 
best arcade. There's no closing 
date for the competition but we 
hope to have a winner by the 
end of the year. 
Send your entry form — plus the 
50 words — to Britain's Best 
Arcade, Computer + Video 
Games, Priory Court, 30-32 
Farringdon Lane, London EC1 R. 



ARCADE CHAMPIONSHIPS 



Call all joystick jockies. There's 
still time to enter the C+VG 
Arcade Championships 
Challenge where we want to 
find the King of the Joysticks. 

Four of the best qualifying 
contestants will face each other 
in the ultimate coin-op 
challenge on the C+VG stand 
at the Personal Computer 
World Show in London in 
September. The winner will 
take home his very own 
arcade machinel To enter, all 
you have all you have to do is 
enter your highest score on the 
five aualifyina machines 



printed in the form below and 
get the whole thing verified by 
you parents or the owner of 
the arcade where you play the 
games. Thaf s the first step on 
the road to superstardom — 
but remember if you put fake 
scores on your entry you could 
well be found out on the day! 
So don't delay enter the 
C+VG Arcade Championship 
Challenge todayl If s your first 
step on the road to becoming a 
superstariEntriestoC+VG, 
Priory Court, 30-32 
Farringdon Lane, London 
EC1 R 3AU 



Konami must be running out of 
ideas — Battlantis is Space 

Invaders hvped-up with a few 
other extras thrown in for good 
measure. 

In fad. Konami has come up with 
a nice, playcble and, dare I say it, 
addictive game. OK, so Space 
Invaders is old hat, but the new 
touches add quality and some 
interesting graphics. 

You start off with rows of aliens 
jigging their way down the screen 
towards you. You control a 
cloaked figure at the bottom of the 
screen running bock and forth, 
using the battlements as refuge 
spots — exactly the same as those 
in Space Invaders. Shoot 
through these and they'll 
eventually crumble — then you're 
out in the open. 

A cart pulling a yellow box with 
V inscribed on its side trundles 
across the top of the screen at 
regular intervals, shoot this to 
release a fuedal banner which, 
when caught, gives you additional 
fire power like a cross bow. Much 
better than single bullets. All the 
time the ranks of evil looking 
warriors descend the screeen. Go 
for the ones at the bottom because 
if they reach your walled area, 
they'll hop over and kill you. Once 
a warrior has jumped the wall you 
might as well give up — there's no 
escape and as you can only shoot 
vertically, there's nothing you can 
do to shop him creeping up on 

y° u - 

Keep your eyes skinned for 
homed goblins. These run straight 
down the screen towards you wall 



with the express intention of 
climbing over to kill you. If you 
don't manage to get them on their 
run down, wait until their hands 
appear on the top of the wall, then 
when a head pops up, shoot for all 
you're worth. 

At the end of screen, once 
you've killed the descending rows 
of meanies, you'll have to kill a 
single, armed and very angry 
goblin to get onto level two. This 
character chucks burning torches 
at you and needs a large number 
of direct hits before he succumbs. 
His shield deflects some of your 
shots and as he runs back and forth 
across the screen he makes a 
difficult target. 

Battlantis is enjoyable if not 
original and is certainly worth a try. 



C - VG/ ARCADE CHAMPIONSHIP CHALLENGE ENTRY FORM 



GAME BEST SCORE 



• OirtRun 



Restart Saga 



Pot-Land 



• NemeW/Solomander 



HIGH SCORES 

high scores are flooding other arcades don t do rt. If you 

- C+ VG's UK Hall of Fame would like to have your local 

we wilt be publishing an arcade putting up your top 

updated list soon. scores. Show them this article 

Manager Robert Brown has and ask rf they would like to get 

put up C+VG's high scores on in on the action. _ 
the most popular games and Get them to write to C + VG s 

now the local joystick hot shots UK Hall of Fame, Euromax 




are going all out to beat them Bessingby Industrial Estate, 
id have their name entered 




Bridli 
YOI 



■ton, North Humberside, 
4SJ. 



Rompage 



Name 

Address. 




Scores verified by: . 



1. Bubble Bobbie Taito 

2. 1942 Capcom 

3. Salamander Konami 

4. Wonder Boy Sega 

5. Pacland Namco 

6. Arkanoid Taito 

8. Express Raiders Data East 

9. Rygar Techmo 
10. Green Beret Konami 



The top ten chart is compiled by Euromax and shows the 
most popular games natiowide. (and is based on sales 
over the past three months). 



THE COIN-OP CLASSIC 





r 



ITC 



A TEST OF VALOUR TO 
THE MOST OUTSTAND 

SPAC 





Driven from yow home galaxy youi cm 
honour lies in defeating (lie invading l< 
sophisticated weapons systems, cuiarck 

to conquer Ihc enemy tfarbase, ,i uusade 'against the ntosl startling ol death defying odds. 
The ultimate in firepower is at your fingertips/the pinnacle of spacecraft control and command 
is mUim your grasp. The strategy and excitement only ever associated with arcade settings 
is recreated tor youi \ci\ own personal mission. X coin- op classic ot immense prpportioni. 



ng your cvile and reclaiming your 
enl your people. Imed uilh the most 
teethe lorcefield, you set out on a mission 
inst the most startling of deatli defying odds. 




J£9»99T»jtt 14,99 r*5K Spettram 48/128 £8.99 
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PROGRAMMERS lo write high quality entertainment 
software for the ATARI ST and COMMODORE 64 
computers. 

Accomplished artists also welcome. 

Why not try us. Send some examples of your work on 

disk or tape NOW!!! 

Genuine top prices paid for good work. 

Why not write for yourself when you can work in a team 

and have your work professional marketed. 



CBM64 



SOFTWARE HIRE 



ATARI ST 



HIRE software before you buy cheaply. 

* 3,000+ titles for the CBM64/ATARI ST 

* Much more than anyone else has to offer. 

* Membership £6 LIFE + first 3 games FREE! 

* ALL latest releases £1 .00, tape or disk 

* Send now for automatice membership/details or a 
S.A.E. tor more information. 

For either of the above write to: 

ORION SOFTWARE 

29 St. Martins Close, Clacton on Sea. 
Essex C015 3NJ. 
PHONE: 0255 431067 



400/806 



XL/XE 



LOOK 

ATARI OWNERS 



NOW 



ST 



Are you having difficulty finding suitable software. If so, then 
look no further. We have available for both hire and pur- 
chase one of the largest selections of both UK and American 
titles to choose from. Games and Utilities for all ages. 
Hardware and add-on utilities at discount prices and special 
deals regularly being offered. If you would like further 
information please send a large s.a.e. to: — 

CHARIMWOOD PRODUCTS AND GAMES 
30A Warwick Avenue, Quorn, Loughborough 
Leicestershire LE12 8HD 
Tel: 0509 412604 



FOOTBALL MmGEMENT 

3 Classic FooMMtnagtrtttniSKaugy Games Eacn O* neee Quality games is packed QENU- 
H*E FEATURES to make nam the most REALISTIC ava.ieDie 

PREMIER II A COMPREHENSIVE IE AGUE GAME Pia» aft teams rwme am) away Full squad 
data* aft Warn* triune*. Teamaly+ei. ■vrnaltfi mtmejiev Named a 'econled goal acows Coro» 
hea*>ve naroloi ma/ mm 5 Sk* levels. Financial problems Job OHort. Moa* Sa-e a*"* and MORE 1 
Price *6 1 Speclrum fa 95 

Nag *.a<4£*! on the 64 126K Commoocxe PREMIER LEAGUE Include* many ot the 
olPrem*di Pice E6 SO 



WORLD CHAMPIONS A COMPLETE WORLD CUP SIMULATION From ihe 
Qualifying stage* nxii mawws and omo tr* FINALS Select from squad o» 25 payers. 2 h-Matti 
substitute* .W-ed. Discipline table. 7 SUB levels and MUCH MUCH MORE' Includes a U w « matcn 
simulator- Iqu-ies Booking* Senclng o" Comers. Free Ucks Matcn lime- tr,ury tune. Erta irme. 
Goal wnes and MOREI 

Prioe - 4ai28KSpecovn £6.95 6* 1 2BK Commodore tJ 95 

EUROPEAN II - CAPTURES THE FULL ATMOSPHERE Of EUROPEAN COMPETITION Mome 
S *>ay legs A*ay goals count doubte (ti»a*n). Full penavy shoot ooi i-iin SUDDEN DEATH). 7 Slat 
tevoi*. 2 subs earned. Pre maWi learn news. Dsopirw tabe FmI team a substitute seascttm Disal- 
lowed Goals and MUCH MUCH MOPE' Plus FULL TEXT MATCH SIMULATION 
Pnoe - 4&12SK Spectrum £6 95 64128K Commodore £7 95 

• •**• 

FANTASTK VALUE 

Buy. 

Al games are avaJable lor IMMEDIATE DESPATCH by isi Class Post 
ano-Oude FULL .Wrucoos |addCt OOoutno* UK) 



Buy any 2 games Deduct C2.00 (torn total 
" .el' 5 1 




ATARI ST 

C64/128 Casa Disk AMIGA 

Adv.AflSSjCSO 1495 1995 Bureaucracy 2695 

AHerEflO — '9.95 Defender or me Crwn 18.95 

AulWtedMonty 7 25 "20 Demcaaon 7.26 

BafBanan '25 975 GuUd of Thorpes 1895 

Bards HH _ — "20 Hrtmeri Gude 22.95 

Battle Cruiser — 14.95 HoywoodHrJlra 2295 

Biru*re.g 655 9.75 Leather Goddess 2295 

Br0rt>jnd4mu _ 756 — MeanlSGcf 2295 

Broad**** — 19.95 Phalanx 7.25 

Bureajoracy(12S) — 2995 Portal 2695 

Came-saiWir — 14.96 SOI 2295 

Catch23 — 655 »7S Slier* Serv-te 1695 

CoionuMCnqwst — 19.95 S"Oed 34 96 

ConfWI 975 13.45 StargiQer 1B95 

Confiidll - 725 11.20 Swooper 14.95 

DeswninOsrt H20 14.95 Tournament LdrDoartJ 738 

DeetDyef _ — 11.20 Uninvited 22.95 

Dfnoe* or Crown — 1120 VWito Games ia.95 

Eogos 5 55 975 WonOGames 19.95 

Camer toroe - 24.95 Cnesarneaeer 2000 2295 

Mail Order 
Software service 

tSL ^-SOfT^RE 

a* 

C64V128 caaa Disk C64/I28 Cass Disk C64V128 

EaglesNesi 655 9.75 Ldrooard Exec 7.25 11.20 Seenl Service 

B*» _ -.1130 14.95 Learner Goddess — 19.95 Stepsgm 

EWe Trio Pack 7.25 11.20 LdmruSgames 7.25 — SofcFlrghi 

Falcon 725 11.20 Mai Torque _ 655 9.75 SpyvsSpyBI 

EpyaEpica 7.25 - Mooceross 735 H.20 Strfflto * CO 

FkgtiSanll — 34.95 MiniOfAcel 12.75 14.95 sucoareeSm 

Ft5Str«EanH 7.85 11.20 Mrdr c-rt ABnte 1120 14.95 Sw*i SwobW 

GameOver 665 - MyeieryofNas 595 9.75 TalPan 

Gldof Thieves — 14.95 Naio Commanoer / 25 11.20 Tar* 

Gunshjp 11.20 K.95 Nernesa Warlock 6.56 9.75 ThePe-n 

•■adesNebuia 725 1120 Or* 655 11.20 Trleaoa 

HeenofAfnca — 11.20 Paruor Grenadr — 19.95 On ma 3 or 4 

HaersGuirJa — 19.95 Ptierwa** :i — 14.95 UpPenacope 

H V -codHi u «roi - 19.95 P»Bies 1120 14.95 USAAF 

- «.M 11.20 Portal — 14.95 Wargame Cat Set 

IrHiana Jones 7.25 11.20 Quartet 725 11.20 Wargame Groats 

mnc-itanceii 7 25 11.20 R.lS.K 6.55 975 WUbal 

KalTrap 655 9.75 RoadRunner 725 11,20 WOnderQc-y 

lOdunblDead 7.25 11.20 Snardof Spnng - 14.95 WoddClssLdbd 

laatNnn 725 11 20 lOSVVEtaWOe* — 7.99 Zynaps 



DWIDE 



ATARI ST 

Airoall 19.95 

Bartsoan 19,96 

Bureaucracy 28.95 

Cokv-ei conquest 24 95 

Gauntlet 19.95 

Geuneei Oeeper Oungn 9.95 
Guild of Ttveves 19.95 

Gunsr-p 19.95 

Hades Nebula 14.95 

HardOal 1995 

LeaderOoro GcJ ig.95 

r*Cashe 1995 

Piusoe 1120 

Pronoreon 14.95 

Psangers en the Wind. 1995 

RoadRunner 1995 

Sumek - - 1495 

Ssuff _ ...1995 

Subbanie Simulator 1995 

TaiPan 1495 

Europe. Middle East 

USA. Africa 
Australia and many 
other countries 



Cats Disk 

7.25 11 20 
655 975 
725 11 20 
._ 7 25 11.20 
7 25 975 
725 11.20 
1995 19.95 
655 — 
655 — 

1495 

725 975 
— 14.95 
— — 2695 
2395 
725 1120 
1120 1495 
.655 975 

725 1120 

726 1120 
855 9.75 



All pocw include postage and packing In UK. Overseas orOere please Include 1.00 
pot cass'disk lor AIR MAIL dehvery. Send SAE tor catalogue and new releases (please 
machine type I.e. Spectrum. MSX. BBC etc.) 
Cheques and postal orders payable to 

WORLWIDE SOFTWARE 
1 Bridge Street Galashiels TD1 1SW 
Tel: 0896 57004 




ADVERTISEMENT INDEX 



Aclivision 23 

Ariolasoft 13,29,37,44 

Argus 96 

Athletics Weekly 102 

Bullocks MSX 59 

117 



Cascade 90 

Castle Computers 34 

Chamwood 116 

Clone Valley Computers 117 

Cut Price.. 

a 

Domark 20 



u&noames 

Elite 


a* 

OBC 


E&JSottware 


116 




107 


G-Ten 


34 




26.41,48 








61 



Imagine 81 

Johnson Scanatron 107 

Logic Sales 86 



Maiisoft 102 

Mariech 10.80 

Microprose 11,32,35,53 

Midland Games Lib 106 

Music by Mail 60 

National Comp. Lib 86 

Nexus 121 

Nintendo 6,7 

Ocean 2,3,77 

Orion Software 116 

Rainbird 19 

Shekhana 86 

Silica Shop 99 

Strategic Plus S/W 59 

Supersoft 102 

Superior 87 

Systems Architects 68 

Tele Games 117 

UtHSOft 64 

US Gold IBC.54,69.72.82.84,93.113 

Verran 27 

Virgin 16 

Woolworths. •••pi • 17 

World* ce 



11 



BRIGHTSOFT COMPUTERS 



CLONE VALLEY COMPUTERS 



Alan 520 STM 
Attn 520 STfM 
Attn 520 STM System 
Attn 520 STFM System 
Attn 1 040 STF 
Attn 1 040 STf System 
SCt 224 Colour Mon. 
SUM 804 Dot Mat Pnnler 
Sri 204 20 M*g Hard drive 
SF 314 1 Meg Drive 

ST Software 

Accountant El 29.95 

Accountant Plus £174.95 
SuoerMse Personal 179.95 
E99.95 
£39.95 



D Base II 
KDatt 

Personal Money 

Manager 
fleet St. Ed 
Fleet St Put). 
Film Director 
Wmtet Games 
Strike Force Harner 
Star Glider 
Silent Service 
Shang Hai 
Rogue 
Pr*n 
Moonmist 
Mmdsnadow 
Mercenary Comp. 
Little Comp. People 
LeaderDoa'd 
3-D Chess 
Hacker 2 
SkyFox 
TraflWaret 
Bally he;: 
Cut Throats 
Leather G.otPhooos 
SoeiiDreaker 

; on Wind 



£24.95 
£129.99 
£99.99 
£54.99 
£19 99 
£24.99 
£19.99 
£19.99 
£20 99 
£19.99 
£19.99 
£24.99 
£19.99 
£19.99 
£29 99 
£19.99 
£19.99 
£19.99 
£19.99 
£19.99 
£24.99 
£24.99 
£24.99 
£24.99 
£19 99 



£239.95 


PC 151 2 SO Mono 


14 '9.93 


£359.95 


PC 1512 DO Mono 


flQI If 


£429.95 


PC 1512 SD 


Colour 


£654 qc 


£459.95 


PC 1512 DO Colour 


£789.95 


£559.95 


PC 1512 HO 20 Mono 


£979.95 


£659.95 


PC 1512 HD 20 Colour 


£1169.95 


£359.95 


PC 1512 DD Mono Pack 


£179.95 


* printer 




£659 95 


- software 


£659.95 


£179.95 


Amiga A500 




£529.95 


Black Cauldron 


£34.99 


Sub Battle 


£19.99 


Wold Games 


£19.99 


Destroyer 


£19.99 


Xevious 


£19.99 


Intiltiato' 


£19.99 


Arena 


£24 99 


Roadwar2000 


£19.99 


Ga.ir.l -1 


£19.99 


Silent Service 


£19.99 


IBM Software 


Conflict in Vietnam 
F-15STr*e Eagle 


£19.99 
£17.99 


Accountant 


£149.99 





Accountant Plus £199.99 
Financial Controller £899.99 
Wordstar 1512 
dBase IBM 
Fleet Street EoVlor 
Cut Throats 
Enchanters 
Ghostouslers 
Mndsnadow 
Portal 
Shanghai 
Sorcerer 
Spell breaker 
Wishbonger 



Amiga Software 



Chessmaster 2000 
Pitsfopll 
Winter Games 
Summer Games 2 
Trivial Pursuit 
Ettflyhoo 

Leather G. of Photos £24.99 

Passengers on Wind £19.99 

Wot d Snm £19.99 



£59.95 
£99 99 
£129.99 
£24 99 
£24.99 
£19.99 
£24.99 
£19.99 
£16.99 
£24.99 
£24.99 
£24.99 
£16 99 
£24.99 
£16.99 
£16.99 
£16.99 
£19.99 
£24.99 



Silent Service 
Hacker 
Siang Hai 
Adventure Con. Set 
Artie Fox 
SkyFox 
Pawn 

Learner Goddesses 

Photos 
Ballyhoo 
Cut Throats 
Mindshadow 
Moonmist 
Music Studio 
Sorcerer 
SoeiiDreaker 
World Games 
Temple of Aspoa. 
Leadertoard 
Sttrgl>der 
Silicon Dreams 
Arena 

Defender ot Crown 



£19.99 
£19.99 
£19 99 
£24 99 
£24.99 
£24.99 
£19 99 

£24.99 
£24.99 
£24 99 
£19.99 
£24.99 
£29 99 
£24.99 
£24.99 
E19.99 
£19.99 
£19.99 
£19.99 
£16.99 
£29.99 
£39 99 



FELTDR PARK. FtlTQN MORPETH. NORTHUMBERLAND KE65 9HN TEL:[M7M7)319Hotlliie 
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DIS. 

11 98 
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All prices include VA T and postage in UK. 
Please make cheques payable to: Colne Valley Computers 

4 Rose Green, Colchester Road, Chappel, Colchester, 
Essex C06 2AB. Tel: 0206 240485.560638 B~~m 

mamm ACCESS/VISA WELCOME ' 



TELE-GAMES 

Europe's Ur^f^Stock Of Video Games & Cartridges For- 

AEARI 

2600 



CHS 





IN STOCK NOW 




(Nintendo) 

The leading Video game specialists 
Send for lists (state make of game) 
TELEGAMES, WIGSTON, LEICESTER, LE8 1TE (0533-880445) 
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ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO ISM 

ISM FREEPOST 1 RUSSLEY GREEN. WOKINGHAM, BERKSHIRE.RG1 1 1BR TEL:(0734| 774942 



<3? 



FREE MASTERTRONIC 
GAME (WORTH £1.99) 
WITH EVERY GAME 
PURCHASED. 
CHOOSE FROM LIST 
BELOW. 



bm« RAcens 

FEUD 

course of 

ShERWOOO 

bump start spike 
ZU8 

Chiller 

HVPERBAlt 
STORM 

ONE MANS DROlO 
NONTORRAOUES 
SOS 

VDEO POKE ft 



CM AttST 



IM Up? 
IBB UW 



If the game you wish is not shown, 
there are many more to choose 
from, ring for availability. 



Winner of free software competition 
was J. CARfl of Woodstock who 

receives vouchers to the vakie of his 
order wr..ch amounted to C27 99 



ALL ORDERS DESPATCHED WITHIN 24hrs 
SUBJECT TO AVAILABILITY 



• I cannot lei this pass. I have 10 
comment on the latest edition of 
C+VG. I refer, of course, to the 
inside back cover, and I really must 
complain! Don't you realise that 
young boys read your mag? Good 
heavens, having seen this advert 
they will all be going around 
thinking thai women have a 
pointy bit on the right 
wobbly thing only! 
What happened to 
journalistic truth and 
integrity? Surely you 
should have revealed 
that the left wobbly 
thing has a pointy 
bit as well?! 
Yours 
anatomically 
The Fiend 
Oxford 
shire 



Editor: 
Aaargh! It's 
the Farringdon 
Fiend. I have been 
giving this matter 
close attention 
and I havedecidcd 
that in an effort to 
keep things 
balanced we 
should have a 
male pin up 
Odds on it will be 
a pic of ace ads 
man Garry "The 
Body" Williams. 



• May I tell you how shocked and 
disgusted I was at seeing the 
"advert" for Game Over (back 
page, July). Did you need to show 
what you did? I have always 
bought and enjoyed your games 
and have never fell any need for 
anything like that. So why? Is the 
game as bad as Friday the 1 3th, 
that it needs a publicity stunt as bad' 
as that? While people are striving to 
make women safer on the streets, 
it's things like this that wipes it all 
out. Muggings, etc, are on the rise 
so things like this stir ideas in the 
idiots who do this. 

Tim, I know that you may need 
the money, but surely you could 
be more careful on what you print. 
If the game is so bad then why 
bother to put it on the market? 
Surely the safety of people is more 
important than a quick profit? It 
could also make a black mark on 
younger readers. I know that if you 
don't print this letter, that you don't 
care about the consumers' views. 
Please change the advert. 
Gareth Evans 1 J • 
Watford 

Editor: We take your point, 
Gareth. But have you checked out 
your daily paper, any women's 
magazine or watched any 
television of latef Compared to 
that, the Ocean ad is really quite 
tame. 

9 The other day there I was, a 
young man of twenty, picking up a 
copy of my favourite magazine. 
While I was waiting to pay. a boy 
of about nine in front of me, 
bought the very same magazine. I 
therefore ask you this question — 
do you think I am too old to read 
C+VG. Before answering bear in 
mind: — 

1 . I've been reading since the 
first issue. 

2 . The wrong answer might 
mean a diversion of funds into a 
more macho interest like a Cortina 
III with GT stripes and furry dice or 
even pushing back the lagers in the 
nearest Rose and Crown. 

Also, recently I bought a new 
Enterprise 64 for £40. Which I am 
very pleased with, but, I need a bit 
of advice on programming it. Do 
you know of a user club that I 



could contact? 

I don't suppose you have any 
Enterprise programs cluttering your 
office or being used as door stops 
that could find their way to a loyal 
— I've got every issue — reader 
like me, grovel, grovel! 
M Wilson 
Somerset 

Editor: You're never too young or 
old for C + VG. Hopefully we've 
enough to keep everybody 
interested. But a Cortina MK III 
would definitely be too old for 
you. We would have spent the £40 
you lashed out on the Enterprise 
on lagers down at the Rose and 
Crown. We don't have any 
Enterprise stuff nowadays but if 
anybody can help M out with an 
address for a users club, lei us 
know and we'll print the address. 
The editor is 67V 4 . 

• Hey! That's a heavy metal mag 
man ! I've got a small question for 
you to put through your data 
banks. I, at the moment, own a 
Commodore 64 and I am thinking 
of selling it and all my software to 
buy and Atari ST. I was wondering 
if you could tell me whether the ST 
would be one of those computers 
that will become extinct in a year's 
time. Would I be better off getting 
an ST or keeping my Commodore? 
I would be grateful if you could 
answer this question. 
Simon Wilsher. 
Cardiff 

Editor: All things eventually pass 
but we reckon the ST is here to 
stay for a long time. 
9 Ello Mr Muse ley. 

Just read luly's issue and though 
it was great, then I came to Mailbag 
and there're two loonies, one 
saying that thrash metal is 
outdated. I wish he'd have written 
to Kerrang and told them, coz 
they'd probably sent a lynch mob 
round. 

I think an album review of any 
kind would be a welcome change 
for the better, I am as you might 
have guessed a metal freak but I do 
think it would be a good idea if you 
reviewed not just the best music in 
the world but the poppy stuff as 
well, just to keep little girlies like 
Stuarl and Ian quiet while they 



drool over George Michael and 
Pimply Fred. Mind yous a dose of 
Marillion and Magnum wouldna 
go a miss, keep up the good work. 

Please say hello lo fellow 
Metalheads Paul, Ricky, Kenny, 
Yvonne, Alison, Robin, Shielsand 
the Gilmours and Dez who all live 
in Kilmarnock, oh and Marcus 
from Barnsley for being a good 
mate, from Peter. 
Fish 

Bamsley. 

Editor: No we can't. 

• I am now the proud owner of a 
Sega games system. Tony T was 
right, it's pretty epic. I bought it 
here in Germany. As an 
introductory offer I also got Hang 
On and I bought Top Soccer. The 
graphics are superb. They make 
my 64's graphics look like the old 
TV tennis. There's also a good 
range of games available here. I 
compliment you on a superb mag, 
that arrives about two weeks 
before the beginning of each 
month, unlike Commodore User 
that's usually about two weeks late. 

Anyone thinking of buying the 
Sega System it's well worth it. 
Although games are a bit pricey, 
for what you get it's excellent 
value, unlike some of the garbage 
some computer software houses 
turn out. 
A M Barnes 
BFP032 

Editor: Thanks for the kind words. 
Commodore User is usually about 
two weeks late with everything — 
news, reviews, features. I'm sorry. 
That was a nasty thing to say. 
Commode User are our pals. Ho, 
ho, ho. 

# The mission begins — full beam 
military laser rifle, check. Combat 
knife, check. Body armour, check. 
OK Spillane we're ready . . . 
getting C+ VG is no joke in this 
part of England. 

The sweetie shop (newsagents to 
you) on the corner is lucky to get 
one copy of your magazine on its 
shelves each month. . .ok. we're 
on our way. Quick dash to the 
garage to get the military personnel 
carriers (bikes) and it's pedal full 



stay awake now. It's 08.00 hour. 
Two hour to do. The paper boys, 
Spillane, we forgot the paper boys! 
You take the one with the big nose 
and I'll get the other. 

One hour left and the situation is 
hotting up, Spillane's getting edgy. 
He's humming the tune from 
Warhawk. 

One hour later. 

He's late, Spillane, what ... ok 
maybe he's a she. . .a car's 
pulling in to the back of the 
newsagent, one slender leg gets 
out. OK, Spillane, it was a she. 
Now Spillane, remember Ms 
Ravenflame, you're supposed to 
be dedicated to her. Now we'll 
move inside the shop. Here comes 
the newsagent. He's putting out the 
magazines. I was right, Spillane 
one copy. I'll get it, you get the 
money out. What no money, 
Spillane? Don't say you thought I 
had it. Right this is the last straw. 
Double shots ring out and Spillane 
falls dead to the floor. Whose fault 
was it? No one knew, no one 
cared. Any chance of sending 
round Big Red to stomp on the 
sweetie shop and maybe the Bug 
Hunters could clean up the mess. 
God, I hate that newsagent. 

PS. TT is slightly naff. This could 
be because he is BLUE. Surely he 
don't really look that way. 
Anon 

Editor: Well, Anon, are you feeling 
better after that? Get it all off your 
chest, did we? Wouldn't it be 
easier just to ask your newsagent 
to simply order you a copy of 
C+ VG like most sensible folk do? 
There are two theories why Tony T 
is blue. The first is that he went 
that colour after some irate C+ VG 
reader tried to strangle him. The 
second is that he is not human and 
originally came from a distant 
planet. The latter is probably true. 

# Upon reading the letters page in 
the July issue of your passable!.!) 
rag, I was angry to see letters from 
two morons complaining about 
your Heavy Metal reviews. 
Contrary to what they may say, 
Metal is not outdated. It doesn't ge 
the coverage of all this "teenybop" 



• To begin with, I've an 
extremely short message for 
Stephen Wood, Duncan 
Roper and anyone else who 
can't stand Tony Takoushi. 
Leave the dude alone. He's 
damn good and he's earned hi 
column. (Sorry to take the 
subject into another month o 
unimportant tittle-tattle, but some 
people will insist on having a 2K 
memory, won't they?) 

Richard "Iceman" Monks 
South Humberside 
Editor: Sorry, that's all we've got 
room for. How much is Tony 
paying you? 

• My son recently spent his hard 
earned savings on Enduro Racer for 
our Amstrad 61 28, having played 
the arcade version and seen the 
Spectrum version. 

The Spectrum version looked 
like it had decent colour and sound 
but we were looking forward to a 
version on the 61 28, that would be 
at least as good as, say, Bombjack, 
I 942 etc. 

What a let down! Enduro 
Racer \$ a typical example of 
the money grabbing 
software house cashing in 
and exploiting the kids 
who think and are 
entitled to expect, that 
they will get value for 
money. This game 
has the worst sound 
I have heard on 
the 61 28. 

The screens 
remind me 
of old 



power down to the shop. Set up- -^rubbish such as Mel and Kim, but 



camp . . . it's the 14th of the 
month. . . 24hrs to stocking the 
shelves time. Movements in the 
bushes . . . it's a baby pushchair. 
Blow it away, Spillane. There's no 
going back now. Nothing will slop 
us from getting C+VG back to 
base. Now we wait. 
Time passes. 

Darkness falls and infra red 
vision is switched on. Good idea, 
Spillane. We'll sleep in shifts. Me 
first. 

Time passes. 

What! Where! Spillane! What do 
you mean you couldn't wake me 
up? Oh, I see the newsgaency man 

Time passes. 

Spillane's active today. We'll 



groups such as Metallica, Maiden, 
Anthrax and Slayer have 
originality, stuff like Jack Mix II 
scores at least zilch puntos. The 
only thing which chart dross really 
scores heavily on is the old 
Naffometer! 

Ignore those gormless jaffas and 
keep up your heavy metal reviews 
or else my old mate Eddie (of 
Maiden fame) will sort you lot out! ! 
A final message to a fellow member 
of theT.L.F. "Battery" Powell. 
Treat me to a tinny for this. 
An Angry Metallica fan (A.C.) 
Norfolk 

PS Tony T sucks. 

Editor: Rumour has it that Tony T 
is an HM fan. Does that aher your 
opinion of him? continued on 



Spectrum games 
with jerky graphics 
and blurred colours 
and the biker has 
all the speed of a 
lethargic snail! 

In short, if this 
is the best that the 
staff at Activision 
can do than I 
would strongly 
suggest that the 
management take 




dandon ear 3414 



the likes of Ocean. Elite etc and 
spend some of their ill-gotten gains 
on decent programs. 

In future . in this house, 
Activision can poke their games 
right where it hurts! 
Ron Sturt 
Norfolk 

Editor: That's it, Ron, say what you 
mean. Why don't people demand 
to see the game running before 
they buy? It would save a lot of 
heartache later. And it would 
really hit Activision where it hurts 

— in the wallet. 

• I have a complaint, and the 
cause of this complaint has made 
me stop buying your publication. I 
hear you cry "What's the cause." 
I'll tell you — lonathan Eggelton. 
This person has won a prize four 
times in your magazine. If you 
don't believe me I'll tell you they 
were — Uridium, Xevious, Zoids 
and Centurions. Who is this person 

— the Editor's son! 
Martin Taylor 
Hornchurch 

Editor: Since you've stopped 
buying the mag, Martin, it's really 
pointless of me writing this reply, 
which you'll never read. Jonathan 
is an extremely talented artist who 
enters lots of our competitions. If 
you entered lots of competitions, 
Martin, you'd probably win too. 

• The first point I would like to 
complain about is Rock On. It is 
utter trash! Secondly, in relation to 
Julian Tubbs' letter, I tlx** the 
comic strips are very good and 
should be given more room. 

Please restart the software chart 
as it will at least give us a rough 
idea of games popularity. What has 
happened to Melissa R? It seems 
that I.C. is shrinking. 

Gauntlet on the Spectrum is 
disasterous. Why did you give it 
such a good review. It would be a 
good idea to publish C+VG 
weekly. 

Stephen Mulcahy 
Ireland 

Editor: Hey, Wayne, this guy 
thinks Rock On is trash. No you 
can't stomp on him or hit him with 
your cardboard cut-out guitar. No 
taste, some people. Watch out for 
developments on the comic strip 
front, Stephen. IC is not shrinking 



and a lot is happening with Melissa 
Ravenflame but I'm too much of a 
gentleman to tell you. 

• Mark Hula's letter prompted me 
to write. I agree that it is difficult to 
learn all you need to know about 
programming if you are on your 
own. And to get the people in-the- 
know to impart their knowledge 
can be even more difficult. But if 
Mark wants to write games there is 
a solution. However it depends on 
what Mark wants. 

If he wants a nine to five type job 
in an office then if he approaches 
the software houses he may 
well be lucky. This does not suit 
everyone and many programmers 
like to work in their own homes 
and at their own pace. 

About a couple of years ago I 
came lo the point that many 
programmers reach. I didn't know 
enough about machine code and 
could not put my ideas intra 
practice using basic. I decided to 
place an advert asking people who 
wanted to write games to contact 
me. Although the replies did not 
come thick and fast I did have 
enough and I met Guilo Zicchi. 
Since our meeting Guilo has 
Armourdillo on the market and I 
have Battle for the CI 6 on the 
market. We are at present near 
completion of a game which has 
alredy been accepted by a 
company. 

The point that I am making is that 
Mark does not have to be accepted 
by a software house to write 
games. Many companies only deal 
with freelance programmers 
anyway. 

The idea is that you find people 
locally and build up a team. The 
ideal number is about three. 
Between you, you need the 
following, 
t . An ideas person. 

2. Two of you at least to be good 
programmers. 

3. One who can do music and 



4. One who can do good graphics. 

If between you you have the 
skills then you stand a good chance 
of getting a game on the market. 
Also the fact that it is all your own 
work is very satisfying. Of course 
you will have to split the money 
three ways but money is not 



everything. Far better if you can 
write a smash hit when perhaps the 
in house teams cannot. 

Finally. I don't profess to be a 
great programmer or an authority 
on the best approach to selling and 
writing games. This is merely the 
way in which I have started what 
will hopefully be a lifetime of 
programming. I hope this may be 
of help to others. 
Ken Smith 
London. 

Editor: That says it all. 

• I think C+VG is great. I've been 
buying your mag for three years 
and never get bored with it, not like 
other computer mags. What really 
annoys me is the way they copy 
your ideas. You can bet your life 
that something in C+VG will turn 
up four weeks later in Sinclair User 
or Crash. 
Mark Wighton, 

Editor: They say imitation is the 
sincerest form of flattery, Mark. 
We try our best to stay out in front 
of the rest. And with the plans 
we've got for C+ VG, you ain't 
seen nothing yet. Our new battle 
cry is Forward into the Future. 

9 It's about time somebody 
complained about your letters 
page . . . so here goes!! 

Every month you seem to have a 
different character — I mean who 

the is this Conan the Librarian 

chap? Big Red was bad enough. 

C'mon do you thing your 
readers are absolute cretins? 

Why can't you have a decent 
letters page like Commodore User? 
(which in all other respects is an 
inferior mage to C+VG) They seem 
to get really good letters which 
stimulate interesting arguments 
about things that really matter — 
racism, sexism, politics etc. and 
the replies are witty and thought 
provoking. 

I am really into computer games 
— I buy at least two a month — but 
I'm also into important issues. So 
don't think that a pathetic reply 
from Conan or Big Red is going to 
impress me. 

Pull your socks up, C+VG. 

By the way I really like the ST 
and Amiga coverage you've been 
doing, but no one seems to 



advertise games for them. Any 
suggestions? 

Yours in hope that I won't get a 
crass reply from an inane lump of 
metal, or drunken lard! 
Graham Mackintosh 
Gwent 

Editor: Conan and Big red are pals 
of mine so watch you lip, buster. If 
anybody really is interested in the 
subjects you mention then they 
will write in. Sorry this reply is low 
on wit but you've no idea what a 
tough life I lead... 

• I've just finished reading your 
Comix feature in the |uly issue. I 
really loved it. Let's have more. 
Comics aren't just for kids, you 
know. Every country except 
Britain's seems to have a thriving 
market for great adult comics. I've 
been collecting for a few years now 
and have got some real goodies. 
Have you seen any French comics? 
They really are something else. 
Who is this Philip Morton guy 
anyway and where have you been 
hiding him? 

lames Medcalfe, 
Oxford. 

Editor: Glad you liked the Comix 
stuff, James. Philip will be writing a 
regular column in C+VG from 
now on. He has a massive 
collection of comics from all over 
the work) and over the years has 
built an expert knowledge. We've 
had him locked in a basement for 
months now just waiting for the 
right moment to launclvhim on 
our unsuspecting readers* 

• This will be my fourth letter to 
your magazine. I wrote the first 
time thinking that my letter would 
be printed, was it? NO! Why not! I 
will stay calm . . . Now on we go, I 
wrote in my last letter on the lack of 
Atari reviews (8-bit). Review more 
Atari software! I own an Atari 
800XL and am proud to be an Atari 
owner, but from the old 8-bit of 
today the shiny new 1 6-bil swoops 
in and has me hooked. I am of 
course talking about the Atari ST 
range and will soon be a proud 
owner of a 520 ST-FM. You did a 
pretty good Atari spectacular and 
was wondering if you will be doing 
another one in the future? 
Editor: Of course. 



\ . NOW HEAR THIS 

Our Imperial Majesty Georgius IX has decreed that a new guild 
be formed to protect and maintain the asteroid-based Biocomputers, — - 

and that this guild shall henceforth be known as the Guild of Equalisers. 




CQuiie sunply;he 
Imost stunning 3D 
lyhave ever seen... 
Pete Cooke's best 

yet!'' 

iGAME OF Hit MONTH) 
•COMPUTER & VIDEO GAMES 

Pete Cooke has come 

very close 10 
producino^f%*ilistic 

3D game that should 
please many a 
gamester." 



V. 



NEXUS 



* SPECTRUM 48/128K 

\ AVAILABLE NOW - £8.95 r ~ 

MJ^JL ORDER: NEXUS PRODUCTIONS LTD,. DSB HOUSE*?!*) Tl IE 
HIGH STREET. BECKENHAM. KENT BR3 fcAY. 
(CHO PO ONLY, PAYABLE TO NEXUS PRODUCTIONS LTD.) 



"Take my word for 
it, this one is going 
to be Mega.'Jf 

(SINCLAIR USER CLASSlCj 

SINCLAIR USER 



"Truly amazing 3D. 
Zippy graphics and 
thought-provoking 
game play, make this 
a stlre fire winner for 

PetpCooke and 
• "NEXUS." 



YOUR SINCLAIR 



C+VG's Hot Gossiper 

Tony Takoushi has the biggest eyes, nose 

and mighty mouth in computer games. He 
sees all, hears all and he then shouts 
about it each month exclusively in 
your favourite computer mag. 
So read on for the man 
who shoots from the li, 
at the good, the ba 
and the ugly in 
the software 
world. 




There have been times 
when I have wanted to 
heave the contents of 
my stomach (believe me 
is it substantial) over my 
television, such Is my 
frstration and anger at 
the morons who present 
so-called TV computer 
shows. 

To date the nearest 
offerings have been 
Microllve ("this is a BBC 
computer and nothing 
else exists on the plant 
earth"). Database (an 
appallingly thin attempt 
to cover the whole 



scene) and the Channel 
Four computer show 
which died an abrupt 
death. 

If you stop and think 
about it there must be 
the best part of a million 
home cumputers in the 
UK. 

WHO CATERS FOR 
HOME MICRO OWNERS? 
WHO SHOWS YOU THE 
LATEST SOFTWARE? 
WHO DISCUSSES THE 
LATEST TECHNOLOGY? 
WHO SHOWS YOU THE 
LATEST ARCADE GAMES? 
It is so PATHETIC — 



such c iarge interest is 
being ignored to any 
real degree. 

This Isn't me ranting 
(again) without proof, I 
have been on the 
receiving end of phone 
calls from researchers 
at Thames (to name 
one) and PR companies 
who pick my brain on 
the market, machines 
and competitors. YET 
these are the people 
who are producing the 
TV shows and selling 
the products into the 
markets. Isn't it crazy? 



The best chance to get 
an exciting and 
informed show is to let 
the TV companies know 
YOU want to see a home 
micro show. So get your 
finger out and drop 
them a line TELLING 
them what you want to 
see. 

Do not just sit there 
and think, 'Yes he has 
got a poinf then swan 
off and forget all about 
it! Write to Channel 
Four/Thames or your 
local TV station and 
bring the point home. 




Whatever YOU are doing, 
V^TOPITI 0 

I have been waggling away 

at the latest Jeff Minter C64 
• gome, Revenge of the Mutant 

Camels Two. No prizes for 

* ^9 ue "' n 9 ,nal '* « a sequel to his 
Wfirst great hit Revenge of the 
Mutant Camels. 
— • The theme is a tried and 
■ tested one, shoot thing* that 
0 move. 

You control a camel which 
has fc cross a hundred zones, 
and each zone has a set 
distance and its own very 
^.personal type of alien just 
~ waiting to lunge at your 
swishing tail. 

This game is a real extension 
of the original, with better 
graphics, sounds, fast death 
dealing aliens and a mix of 
strategy by including weapon 
purchases. 

The title page has a camel 
strolling along to a rather 
soothing traditional Peruvian 
tune (arranged by Ben 
Dalglish). On entry to the game 
your camel has seven kms to 





cover and a set amount of 
energy which goes down with 
each alien attack oovqu. The 
camel can walk across the 
screen, leap into the air and sit 
whilst spewing out bullets and 
bombs. 

There is a phased ground 
scroll and a detailed multi- 



colour backdrop. 

When the distance counter " 
hits zero you are then faced 
with a ten by ten map and a 
shopping list of armaments. 
The weapons ^Hable are 



Shield Factor one 



e, Shu 



id 



Factor two, Yo-Yo bullets (I like 
these, they chase oliens around 



the screen to destroy them, that 
is my kindo bulletin), Reset 
energy to max and an extra 
beasty life. These all cost 
credits and when you buy one 
its price is Increased so buy 
wisely and do not waste 
credits. 

Some of the original attack 
waves are in there again (only 
better) and yowr ability to 
access a wave ts limited by a 
'door selection' type system, 
You can only go into a wave 
that is next to you on the grid 
map. 

This game had me hooked, 
the f uther ( went into it the less I 
wanted to put it down. Some 
w waves are wicked ond some 
are easy so a map is in order. 

Revenge Two is not a gome 
for those with weak bladders 
— if flies along ci a fantastic 
speed and yew hove to try and 
keep cool and take in what is JM 
commit vpu and from 
where. ■ t%# ^^^TJ«J6 

It should be available in late 
July on me MAD label from 



TWO NEW SPORTS SIMULATIONS 
FROM EPYX 




mmm. 
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3 ig^GAMES 

FOR THE PRICE OF 1 



Li 



RELEASE DATES 

Europe • 1» J ^ 

UK » 20th July 



GREAT GURIANOS 
Classic Coin-Op Action! Great 
Gvrianos, supreme warrior 
battles against all the odds. 

Iimom.1 ham T,.t3 Cvp Export mojM turaM «d 



AIRW0LF2 

Once again you pilot the ultimate 
combat helicopter, where no one 
else dares to go. 
"Go for it Suingfellow Hawhe." 

< 1«4 Untnrul City Stwttoi. Uc AH MflM mnM 
' ATf*dmrttfartli<a<iM4lMU«toirMiaH 
SnidM*. toe Ilk m-fm 



3DC 



SWT- 
Joe 7 



Beware the perils of the Deepl Quick 
thinking, last action, and more than a i 
bit of cunning will be needed to 
rebuild your crippled submarine, 
your only chance of escape. 




brtraducinf iwi 
co*m*. dnlkm coMral a wm 
w phi til l bnlb MM** few* itoN* wort* 
■ndMtonme <MimUm|H|hII 























• i 4 
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Screenshots are taken from various computer formats. 
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